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ap EUROPA 3 Early November 1974 
= * EUROPA is an European zine, aimed at the military hobby 
Ne, field; it especially interested in Conflict-Simulatiors 

s (CoSim) games ~ Board Games, Diplomacy, Miniatures, Fan-- 

a es tasy — but will inform also about related subjects (Col- 


lector's items, Books, etc), and about Adult Games. 


It is written in 9 bad kind of English, in the same manner typed ,pro- 
duced and mailed by Walter Luc HAAS (Switzerland); regular columns 
are written by Don Gray (UK), Jack Greene (USA), Gary Gygax (USA), 
Michel Liesnard (Belgium), Enrico Manfredi (Italy), Rian van Meeteren 


(Holland), Leo Niehorster (Germany) - and maybe some others, 


SUBSCRIPTIONS: 1 issue = SFr. 1.60 (postage-fee to Continental Europe 
and UK included); US-sea: 1/60¢, US-—air: 1/105¢ (cf also p 2 and 31) 
Multiply with number of issues you want to get; minimum: 5 issues = 
SFr. 8.- (eight Swiss—franecs). 

Each issue will have 24-42 pages (normally 32 pages, probably), and 
will reach you regularely irregularely each 4-7 weeks. 


oo 


MONEY: You may use the postal—money—order (postal-cheques, interna— 
tional-—postal-orders, postal-—giro~account ) system, or send cash (cf 

p 3:)$ no bank-cheques (nor US-postal-money—order cheques) éan be ac- 
cepted (excessive charges by the banks!).— Postal—cheque-account: 
Walter Haas, Achilles Bischoff-—Str 6, CH-4053 Basel, Switzerland, 
account—number: Besel 40~61365. 


LETTERS: Walter Luc Haas, Postfach 229, CH-4018 Basel 18, Switzerland. 
if you would like to get an answer: please, add IRC (international-— 
reply—coupon): one letter does not cost much, but several each day... 
thank you: Copp ie 2 

BERR RAR IN AK AHH IN EK KAKA H HHH KHIR IK IK HE KICKIN HHI KIKI IE BN HE EK 
CONTENTS: 1 Imprint, Contents. 2 Organizational Details.— 3 Who is 
Who, Census, Con-Entry, Subs—cash—fees.- 4 Help Column, Editorial.- 

2 Cons, Clubs.~ 6-7 Capsule Biographies.~ 8-9 Readers Letters,— 

10 Dippy:News.~ IT Dippy: Game—Openings.— I2 Dippy: Variants,- Ea Dip— 
py: Continental Diplomacy.— 14 Fantasy Games, SF, S&S (Gary Gygax).— 
iS Fantasy Games, Wild West.— 16 Miniatures; Ironclad Rules (Harti Am- 
mann).— 17 "Europa" and Europe (wlh).— 18-19 Zine—ism: "Europa" (wilh), 
20-21 News.- 22?Player—Aids; Set-up (Garry Austin), Variants (Don 
Uray), Back Issues (wih), Ludography are 23 Wehrmacht: Inf Bat 

(Leo Niehorster).—~ 24-26 1914 — A German Victory? (Rian van Meeteren).. 
27-36 Reviews: 2ThSeastrike (Harti Ammann) , 28 Strategy (Harti Ammann), 
29 The African Campaign (Leo Niehorster), 80 War in the Fast (Christi- 
an Lindner), ol Rifle-—Musket (Martin Menzel), 38 Operation Olympic 

(Bob Morstein—-Marx), BB The View of Isla Vista (Jack Greene), 84 Opi- 
nions & Infos (Jack Greene, Don Gray), 85-36 DNO, WITE (Tom Oleson).—~ 


387 Editorial 2, Subscriber-Addresses (21-50).- 38 British National, 
Nottingham (Leo Niehorster); 8 Seastrike~Rules Bob O'Brien) .-— 89 Dip- 
py: Zine~Contents.— 40-41 Dippy: Abbreviations (wlh).- 42 Miniatures: 
“ines (Milit Modelling 10, Sword & Lance 3, Warg Newsletter 150, 151). 
43~-44 CoSim-Zines (Guide, Conflict 7, Panzerfaust 64, Signal 66/67, 
attleground 7, Checklist US—zines).-— 45~46 Quotations: Reviews (Sea- 
strike, Op Olympic, Afr Campaign, Rifle-Musket, WITE).- 46 Opinions & 
Infos (Don Gray, Christian Lindner).— 47 Problems (wih).— 48-49 News.-— 
50 Zine-Contents (Games & Puzzles 29&30, The General XI/3, Moves 1%, 
S&T 46 jigs (Books, Miscellaneous, Adult Games omitted this tentes) g 


Enclosed (Europe and US—surface only): catalogue of Special~Poster- 


ervice, Bonn, cf page 20.~ 
EIT ELI IIASA A III II TIE TE IIR TE OIE III III OE III I ea Ee 
THE LAST NUMBER OF YOUR CURRENT SUBSCRIPTION IS GIVEN HERE: “~~ — 
Please renew 2 issues in advance! (T=Trade, F=Free, T?= Do S355 529 
you want to trade?, ?=Money not arrived yet “Ot. = 
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EUROPA 3, page 2 ORGANIZATIONAL DETA 
BRAK EKE KEK KKK EKER KEK KEKE SE HK IK EHH IEK EEK HHI LIK IK III IOI HK IES 


RCULATION: 1a:220+, 2:190 


HiS ISSUE has three parts: a) SPS—eatalogue (Special-Poster-Servic: ), 
sent to 400 UK— and Continental players, b) pages 1-86 {general pairs}, 
cent to subscribers and potential subscribers (sample), c) subserit: 


only part (could not be sent to non-subscribers: high excess--postage 


bh 


because of weight—limit) (would have cost an extra SAB ices - 
SUBS~ONLY~PART: New subseriber get it, if they sent 1 IRC (Internatio-~ 
nal-Reply—Coupon); if you dcen't want to subssribe, you may get it for 
Be ERGs 


SUPSCRIPTION-FEE: You may send your subscription by postal-—money-—or-. 
er/giro~account—system (cf p 1), or cash (cf p 8); on page 3 you's 
cee that a big part of your subs--fee is needed to cover the postars 
S2e; the rest even doesn't cover the full production-costs, 

-ae sample issue is counted as first number of an eventual later sub. 
Scription. 

Subs—fees/systems may change again; whatever happens, it will be basad 
on SFr. 1.60 = ca. 24-32 pages, but probably you get more, somewhat 
iike an average between 80 and 42 pages. 

"Europa" is a non-profitable zine, but also it is independent. 


MATL: I had some problems with our postmen; all letters (ef Pet 
got before Oct 25 are answered; if you did not get an answer, your 
ietter did not reach me; now I have a PO-Box (cf pol); arid ell Tet— 
ters will reach me now (I think). I can't guarantee fast reply du- 
ring the next weeks, especially not in December. 


;EME-TABLES: Letters: all Europe ca. 3-5 days; money ca. 9-12 days 


(Continent), ca. 2-3 weeks (from UK to Continent); printed matter: 


pa. 4-7 days (11? Europe); US-air: 4-7 days, US-surface:. 6-10 weeks 
BANS--CHEQUES: can't be used; banks charge $1~2 per chegue!} 


PRITISH READERS: Help to develop Continental Europe: we need your -é2.- 
perience: please, subscribe — and also write letters/articles/reviers 


thank you! 


CLES etc.: "Europa" shouldn't be a one~man-one-—opinion-—zine; it 
ould be OUR zine, i.e. YOUR zine too. We therefore appreciate your 

infos, letters.) articles, reviews, opinions, Suggestions, comments, 

ete etc. 

It would save me time, if you could type your contributions (on an 

extra—sheet), at about in the same manner it should get produced.- 

If you use any sources to write your article, don't forget to mention 

these sources. 

No salaries can be payed, no privileges given, but you may be sure 

thas your cooperation is highly appreciated. _ 

KEK KAKA K RK HAHEI KKH AKAIKE HHH TRIER KT PIA KIKI IESE He Ge IE 


AOVERTISEMENTS , FLYERS: accepted; prices on request. 


£2 —PUBLISHERS GAME-PUBLISHERS , SHOPS; If you would like to get fuce 
' issues ef "Europa", please, subscribe; we can't afford (cf above) 

to send free~issues.— No trade with Dippy-zines, sorry.- 

If sou wish to get mentioned in these pages; please, send your infos, 

catalegues, zines, sample-copies, new releases etc. We shall be ples 

sed also, if we get books, games etc in order to review them.-— 

We thank all of you, who have sent us informations, Catalogues, games, 

books, or mentioned our zine in your publications.-— 

REE HH KH KKH HD IR KE KIO ARI IER IIR TR I HRI K ROI LIOR HII HIE I 38S Ee 
AS ISSUE (4): Vill reach you not earlier than Dec 16 and not late: 

Jan 21 (sorsy, I ean't tell you more exactly, not knowing yet 

hew-busy I'Ji-te im Dec — not knowing also, when all the promised ard 

hot yet promised contributions will arrive). 

BERRA KISH LAIKA IIHS A IIIA LA IIIA A IA AIA IIS IAA IAA AA SAN INA AA Me Hj 


EUROPA 3, page 38 WHO IS WHO/CENSUS /CON-ENTRY/SUBS 
TR Re PORE COE I HIE HK IEA HEH HARES Le ey 
WHO IS WHO IN BUsOPEAN CoSim? Mid—October we had collected ca. 200 Con- 
tinental and nearly 500 UK-addresses of CoSim-players (Dippy, Board—Ga- 
mes, some Miniatures Players). And we hope to get more addresses. 

We plan to publish all these ea 700 (maybe more) addresses in a special 
issue of "Europa", probably in January/February. As a subscriber of "Ey- 
ropa" you will get it as an issue of the zine; non-subscribers may get 
it for SFr. 3.- (US: sea $1, air 92), 

If by any chance we should not publish this "Who is Who" (but nearly 
Surely we will), and if you pay in advance, please tell us, whether we 
Should in this case send the money back, or whether then we might send 
you two issues of "Europa", 

Even if you got this issue (what means that we have your address), we 
would be glad to get the confirmation of your address, and especially 
we would like to know, what kind of games you play; miniatures—only 
players will only get enlisted on Special request. 

AUIKS—members especially should repeat their address (cf p 9): there 
are Some AHIKS-addresses which we did not get by other sources and which 
therefore we may not publish in WIVW. 

If somebody, by any reason, does not want to get enlisted, please, let 
us know also; if we do not read of you, we assume that you agree to get 
on the list. 


CAPSULE BIOGRAPHIES: (cf pp 6-7) CBs of subscribers will get published 
in further issues of "Europa"; if we get enough CBs of subscribers AND 
non-subscribers, we shall publish these in a 2nd edition of WIW, say, 
in the end of Too, depending on your interest for this project, 


EUROPEAN CENSUS: DIPLOMACY, BOARD-—GAMES—PLAYERS : Please, send us as ma— 
ny of the following infos as you want to give us — whether you subscri- 
be for "Europa" or not (cf "Who is Who", -!Capsu te Biographies"), Please, 
type/print; no special letter needed. 


1) Minimum Information: Name, Christian name; Full Address (ire itowill 
change soon: pl. note date, new addr.); Game—types played (D, B, M, A). 
2) Eventual other infos (for Caps.Biogr.): year of birth, nationality, 
profession, status.— Modern languages you speak.-— 

3) Games owned/played, cf examples, pp 6-7.-. Ine hiscve adult—games,.— 
If possible ordered (by main publishers and alphabetically) .— 

4) Subscriptions, Club—memberships.- 

5) Other hobbies you heve.— 


8) Further infos; PBM—wishes: your CoSim—publications ete (cf pp 627). 


(Note: not all the questions must get answered, it is totally up to you; 
but, please, answer point 1 at least; thank you!)(We would also like to 
get a kind of Huropean game-rating-list: if you would rate your games: 
which are your 15 best, ranked 1-15, CoSim-board and also adult games?) 
BRUSSELS CON 1975: (cf p 5) To save you postage-—fees, you may send us 
your entry/answer membership-fee etc. in the same time; please, use a. 


Separate sheet: we'll forward it to Michel Liesnard, (He accepts 1 In— 
ternational—Reply-Coupon = BF 10) (4O0BF=$1-SFr 3.-=40p; 200BF/%5/SFr15/2¥, 


MONEY: If you enclose money, you should detail its use (Subs /Con/WIW). 


MONEY—-ENCLOSED—SUBS: If by any reason, you will not use the postal-—mo-— 
nhey—order/giro—account—system, you may (on your risk) send cash in a, 
well sealed letter (maybe not permitted by postal laws, I fear). With 
todays exchange rate you would get: 


i Be 4 issues, 2 7 3 issues, 3 ff = 12 issues|(1.= 15p + 9p 


ca 24p) 


det 


10 DM = 7 issues, 20 DM = 14 issues (1 = 90Pf+55Pf£= DM 1.45) 
10 SFr= 6 issues, 20 SFr = 19 issues (1 =LOORp+60Rp= Fr 1,60) 
200 BF = 9 issues, 800 BF = 13 issues ca, roduction+mailin 

US—surface: 3/5, $4/7, $5/9, 6/11 tl Soe oa ge) 
US~airmail: 33/4, $4/5, $6/7, 98/10, $9/11 ML =37 he +67¢¢=.:% 1,05) 


Giro-account money—order: 1/SFe. 2.60" minimum subs: 6 issues. 


XKKEK HK AK EKA KKH KKH KKK HREM KEKE Fy OK Ro 


EUROPA 3, page 4 HELP COLUMN; EDITORIAL 
HK HK HH HK HH HHH HK IHL KH HH HK KK HHH KK HHH HK HK HHH HHH HK HHH HK HK EKA HK HK HH HE 
CoSim CLUB BRUSSELS: Joseph Vanden Borre (rue du Bonheur 14, B-1070 
Bruxelles, Belgique) is starting a CoSim—Club in Brussels. interested 
players should contact him. 


CoSim Championship, Belgium: Candicates shall write to Joseph Vanden 
Borre (address above); no candidates accepted after Dec 15.-~ it's the 


Belgium Championship, but foreigners are accepted also; but, probpaoly 
PBM takes too long, since the championship must be finished before the 
Brussels Con (i.e. May 1975), where the finals (Bull Run) will be. 


the two finalists. 


RUSSIAN WW2 ARMY INFOS: The same Joseph Vanden Borre would like ‘ec get 
infos/books about the sussian WW2 Army (like: kind of material they 


used, insignia of the units, where who fought, lists of. the materia 
they got by the USA and the UK etc. Who might help him? 


PBM-WISHES: (cf pp 6-7 for addresses) Tommy Sundstrém, Harti Ammann, 
Tikka Keso, Michel Carmichael, Hartley Patterson, Hans Fiinfschilling. 


TRADE: Craig Nye (Dippy-zine "Retief", p 11 of this issue) wants to 
trade with anyone, anywhere, who publishes anything in the games field. 


SWISS ARMY: Patrick Jutzet, 128 Hereford Way, Middieton, Manchester, 
ances, Uk, member of MAWS, would like to know, whether somebody covid 
give him infos about the Ist, 2nd, 3rd and 4th Swiss regiment, ana the 
batallion of Neuch&tel (organisation, artillery ete); I think he is as-- 
king for his Napoleonic miniature army. He would also like to know, 
whether somebody knows something about yellow uniforms in the Swiss 
army... (unfortunately I have no time for any researches, but maybe 

somebody of you out there can help). 


ADDRESSES: We are looking for the addresses of all those players you 
know — and who did not. get any number of "Europa" yet; it might be 
that they are not in our lists. Furthermore, we know some names, but 
have no correct address; Go you know a recent address? 

France: Yves Fremion; italy: A del Puglia, A de Paulis, Ian Finder, 

F Giannini, ? Marchisio, M Marini; Algérie: A Janta; France: Jean-Cl. 
Perchet; Belgium: Yves Appermans, Eddy Bergmans, Fernand Blanwalet, 
Maurice Dossir, Michel Francart, Jean-Pierre Joukes, Ivan Kux, Michel 
Lemoine, Daniel Plas, Philippe Renard, Didier Rifflet, Martine Velghe. 


If ever you know a player who wants to get a sample--issue of "Huropa" 
and/or enlisted in "Who is Who", please, tell us. (Sample issues of 
this issue only as long as I have some; no back—issues of 0, la, 2 
and the French Europa-spécial available any more). 


ADULT-GAMES—PROSPSCTUS: We are looking for prospectus, catalogues (exe 
possible some copies of each) concerning adult-games of different count-- 


ries (we know several people in USA and Europe interested in these). 
May you send us some? 
KH KKH KK HHH HH HHI EK HK HH HHH KKH KH HHH KKK KK HK HHH HHH HEE KKH HEH KEK KEKE HE 
EDITORIAL: Dear Friends, 150 players got EUROPA 0, 220+ E la, 100 Bei- 
ians got a special French--page (Europa-spécial), 190+ plavers got E 2 
ce 80 Continentals, 75 British, 40 Americans), and more than 400 wiil 
et this issue — the first mimeographed, the first also of this size 
the last one “only" had 30 pages)...Unfortunately, only a little part 
of all the players who got an issue of E are subscribers (yet), but I 
hope this will change after this issue. We have enough subscribers to 
support "Europa", but not enough yet to support the much more important 
ideas behind “Europa” (ef p 17); 
I could send such a lot of sample--copies again because we got our first 
advertiser: the marvellous poster—catalogue of "Special—Poster-—Service" 
is enclosed. I hope you appreciate it. tae 
And also I hope you'll enjoy this issue. Yours - ees ee ae) 
HK HH KKH KKK IKK HHH HHI HHH HH HHH HH KH HH KKK HH KIN HK HHH HEH HEHEHE HK EK HK KEKE 


EUROPA 8, page 5 CONS, CLUBS 
HREKKK EKER EHH HEKE HK HHH HK HH KK KKK KKK KKK HII KEK KK KH KH KH HK HK KKK HK KH KKK KK HR EK 


2nd EUROPEAN CoSim--CON: BRUSSELS 1975: MAY 2-5 (Friday/Saturday/Sunday) 


Michel Liesnard, Avenue A Mileamps 221, B-1040 Bruxelles, Belgique, 
the organizer of the Con, must know NOW how many people he may expect, 
otherwise he cannot organise the Con, Therefore, please, answer now 
whether you think you may participate: you may let him know directly, 
or you may write to us (c Pp oe ; : 


This Con will be planned and organized much better than the first one: 
mistakes. made in the organization of the last (and first) Con will not 
be repeated this. time -— but to do his best (and he is willing to do it), 
Michel needs your help, i.e. your decision now: you may get the Sup-— 
porting membership ($1/BF40), or the Attending Membership (95/BF200) 

(cf also p 3); members will get the "Progress Report" in December. 


The already known parts of the program look very promising - the main 
events will be hold on Saturday (for those British and Continental 
players who can't reach Brussels earlier). Some points of the program: 


Accomo@ation and games in the Lendi Hotel (Brussels), some free bed & 
breakfast places available.— Game-room: 285 m° (room "La Bernoise").— 
-At least four movies will be shown, one of them will be "Potemkin".-— 
A Banquet will be organised (Saturday evening, BF 490, vine/service/ 
taxes included).- Tho Belgium TV wili be around, a Press Conference is 
given. C.H.A.B. shows pictures taken during Westerners meetings etc.- 
Displays: Uniforms of the Confederate Army; rare fanzines from every- 
where; miniatures; board—games; photos of wargamers; books about war- 
gaming; weapons.-. Auctions are held.~ GOQUPI-—Awards are given to the 
best European Dippy-player, the best European CoSim—Board-Games player, 
the best European 1/200 armour player, the best Dippy-only zine, the 
best Huropean CoSim~zine,-— 


Games played: European Championships in Little~War, NAW, regular Diplo- 
macy, 1/200 armour, Civil War miniatures, probably also: Western Gun- 
fight.-— Possibilities for all kind of free games. 


It wiil be the biggest (and greatest) CoSim-event ever had -— there you 
might meet all the players you know by mail or zines only up to now; 
you really shouldn't miss it. 

Write today, tell him (cr us) what kind of accomodation you need, when 
you will arrive/leave etc; you may aiso write, if you are not yet to- 
tally sure, whether you may make it or not, but if at least you plan 
to go to Brussels. 

KH KKKKKK KLEE KKH KKK HH HK KKK KKK KKK HK KK HHH HIKE HK HK IK IN HEE IH HK HIKE IH 
BADEN-BADEN; 9/10 NOV: unfortunately this issue will reach most: of 

you too late, if not, I may repeat: 2nd European Open House, Canadian 
Army Base, Baden-Sdllingen (near Iffetsheim), Sat/Sun, 9/10 Nov.- 

Cpl. John Mansfield; phone 072292011, local 185, games are in the "In- 
ternational Room"; accomedations and meeting—point for civilians: Hti- 
gelsheim, Hotel Schwanen, Sat 10 a.m., 2 p.m., and in the evening.- 

No game/entrance—fees.-— Games, Movies, Auctions (zines, games, model- 
ships); \Gradetett. ete... 6; lf you can still’ make it, do so, you 
shouldn't miss it! ee 

KEK HK KKK KK HHH KK KKH KKK HK KKK HK HK HHH KKH HK HK EK KKK KEK HHH HHH KH KH HE HK HHH HIE 


ITALY: Whether the postal communications with Italy are very bad and 
so we did net get any message of Enrico Manfredi e.g., we got the ad- 
dress of two Italian Clubs: "Lega Italiana tra War-Gamers -— Austerlitz", 
and "Ares" (Associazione per la Rievocazione di Eventi Storici), both 
with the same address: Via Pace 17, Milano, Italia (info by F. Tolomei) 
KH KKK KKK HHH HK KKK HK KK HHH HK KH KKH KKK EK HH HK HIKE KK IK HH HK HHH HK KKK HK HH HEH KKK 
THiS iSSUE: It is the first time that I shall. use a mimeograph -— a ra 
ther big adventure, . J] hope it doesn't show too much : 


a ee 


I would have liked to type this issue in a different manner: with more 
free spaces, some artwork ete: but then I’ got such a lot of contribu— 
tions... I hope you agree with my decision. 

KRHA KKK KKK HKK HK HK HIKE KAKA KK IKE HK KKH IR HIER IKK IER FEE K IEE 


HGROPA 3, page 6 CAPSULE BIOGRAPHIES 


KHER KKKEK KKK KK KKK KK KK KK KE KKK KE KHKKEK KKK KEK KKK KKK KK HE KH H HHH HK KKK KK KKK KKK KE 


STRAUS, Ilan L.: Building 203, Room 12, New Argonner Kaserne, D-645 — 
Wolfgang b. a. BRD; APQ: "OLT ES L. Straus, 455-98-0279, B Battery, 
lst Battalion, 32nd Field Artillery, APO NY O09165.- US, 22, Field Art 
Officer, single.— Games: (only the ones mentioned he has with him in 
Germany) Get, Jut, Mid, PzBl, 1776, Stgr, BlKr.— AmCiv, BrPur, Bull, 
DesW, Kor, Nato, OpOly, Pat, RSWS, Sin, Sni, Tank.~ Rand.-— Diplomacy.- 
Subs: General, S&T, American Wargamer, Battleflag, Europa; Shaaft.- 
Infos: at for games on most weekends.— Wrote two articles in 
the "General" (IX/1: PzBl Double Attack; X/4: Blind PzBl).-— 


SUNDSTROM, Tommy: Svinningegrand 12, S-163 61 Spanga, Sweden.— Student.-— 
Swedish, English, starts to learn Russian. Games; Serim, WiW.- Subs: 
S&T, Albion, Europa.— Other hobbies: photos, yoga.— PBM: looks for an 
opponent, 


FERON, Michel: Grand—Place 7, B-4280 Hannut, Belgique.— Belgian, 1943, 
teacher (math), single.- French, English, some Dutch; Esperanto.- Ga- 
mes: 1776; Dunkerque; Hyperspace .— 4000 AD, Diplomacy & variants.-—. 
Subs: Europa, various Dip-—zines.-— Clubs: IDA, BDC.~ Infos: ee 
the Dippy—zines Moeshoeshoe, Logenbeek, Sigma. 


AMMANN, Harti jr: Engelgasse 111, CH-4052 Basel, Schweiz.—- Swiss, 1952, 
student of zoology.— German, English, French.— Games: Bikr, PzBl, Steger. 
AmCivW, BliMod, CA, EaR, Gdedr, Boro, Kpfpz, OpOly, PAA, Pha, RSWS, 
Stral, Tank, wiW. — Hue, KhalG; KassP.- Seastr, Mingature Navy Palos. = 
Other gaine Si Chess, Checkers, Pagode, Realm etc.-— Subs: Conflict, S&T, 
Signal, Europa, Warship Int,- Other hobbies: Plastic modelling, Milita 
ry History (especially Navy), Volleyball, Reading.— Infos: Interested 

in PBM and in ¢ontacts with Navy—fans, 


KESO, Ilkka V.: Russaré, SF-10900 Hanko, Suomi (Finland).- Finn, 23 
coast artillery Sent, single.— Finnish, English, German, Swedish (2)c4 
Games: Pzbl.—- BlMod, Br&P, CA, ComC, DaAg, Grunt, Nato, Norm, Phx, RSWS, 
,eni, Str, USN, WiW, YeaR.— Nor,.DieBP,.Hue.~ BttBrit, Trireme.— Access 
to many other CoSims.- Subs: Europa.— Hobbies: Judo, Chess, SF, Orien- 
tation.— Infos: playing miniatures also. Interested in PBM: Norm, Kor, 
with rule modifications: Nato, Trireme, WiW, USN. 


CARMICHAEL, Michel: Haidhauserstrasse 60, D-8 Munchen 80, BRD.- US, li- 
ving in Europe, computer programier (assembler, PL 1), married.— Eng- 
lish, German.— Games: DD, PzBl.— AmCivW, Arm, Barb, Bull, CA, Cen, DAGC, 
Fallk, Lee, Rifts, oni, Tank, WilCp, Wika, Wit, WILT, USN.-— Diplomacy.-— 
Other games: Once, Bridge, Whist.- Other hobbies: History, Adult—games, 
and enjoying life and good food,— Infos: Have been playing CoSim for ea. 
5 years. I'm particuliary in FTF, buy willing to try PBM. 


VANDEN BORKE, Joseph: rue du Bonheur 14, B-1070 Bruxelles, Belgique.-— 
Student in sociology.~ French, Dutch, English, a little German.-— Games: 
Br&éP, ArdOf, WilC.— Verdun.— Miniatures: 1/72 Wwe, 1/72 ACW, 1/200 Wo, 
1/1200 ACW Navy.— Subs: Battlefleet, Europa, SF Sines. Clubs: CHAB, 
Sigma.~ Hobbies: SF, History, Plastic models.— Infos: Founder of Brus— 
sels new SF-association; organises CoSim—Championship of Belgium. 


PATTERSON, Hartley: 7 Cambridge kd, Beaconsfield, Bucks HP9 LHW, UK.- 
British, 1948, Mill Worker.— English, French.-~ Games; Have played most 
boardgames, seen most Dippy variants. Limited to ancients in miniatures 
at present.— Clubs: IDA, NGC, S&S Soc, Tolkien Society etc.— Hobbies: 
SF & Fantasy, Music.— Infos: publish the Dippy—zine "War Bulletin", 
earrying reg & var Dip games, news, articles; sub-zine "Benjamin Disra-— 
eli" carries political game.— Also "News from Bree", a SF/Fantasy/per-— 
sonal~zine.— Interested in any multi-player PBM. 


LINDNER, Christian: Herserudsvigen 62, S~181 35 Lidingé, Swerige.— Swe- 
dish, 20, Student of Laws.— Swedish, English, a little German.-— Games: 
Most of AHs and SPIs.— Subs: S&T, Moves, Conflict, Europa.-— Hobbies: 
Military History, Politics, leading. 


, page 7 CAPSULE BIOGRAPHIES 
HEH KKK EK HK EHH KE HHH KH KH KE KKK KKK RK HHH KE HH HK HIKE IK KK HHH HK EHH 
HHOE X, deo W. G.: Ludwig-dJahn-Strasse 14, D-6053 Obertshausen, BRD.- 
Dutch, 27, Student Cworking towards PhD), just married.-— Dutch, English, 
lien, Spanish, German.-- Games: BlKr, Bul, Krie, 1914, PzBl, 
Stgr, Wat.- ArdOf, Br&éP, Kursk, Norm, TiyP, all SPi-zgine-games.— All” 
Conflict—zinc--games, KassP, Dunk, Afrc.— Diplomacy.— etc. ete. Other 

Vl Venture etc.- Subs: General, S&T, Moves, Conflict, Signal, 
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games? “onad, 
Europa.- WargDigest, MOE, Armies & Weapons, WWE, AFV News, Feldgrau.-— 
Hobbies: Ches reading, Hard--rock, Classical Music, SF, History, Karl 
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May etc.— 3: Interested in WW2-history with emphasis on German or— 


ganisations; classical history (my B.A.).— All with related/similar in-~ 
terest welcome; 


drop me a line before dropping in. 


Qasr bio fae Games: Practically all SPI, most AH, some 
Conflict. Dippy and DNO.— Subs: S&T, Conflict, Albion, Europa.- Dolch—. 
stoss.— Hobbies: Right--wing fanaticism Diplomacy, History, Drinking lar-— 
ge quantities of Harp Lager, Corresponding, Learning Italiano.-— Infos: 
Running games of computerised warfare, Printing "Overkill", carrying 
computerised games. 

GRAY, Donalds 96 Algernon Rd, Lewisham, London S.E.13, UK.~ I am a cle-~ 
tical worker, married, with a daughter, and a dog & 5 cats.— My over-—ri- 
ding interest and pre--occupation is poetry, of which I write a great 
deal.- I play (or have played) most outdoor sports; I am a strong club 
chess—player; I devour a lot of miscellaneous literature (because of my 
poetry) - “ ‘elways have been) am an aesthete, the practice of which is 
reflected”in my poetry — bearing in mind that even ‘ugly' buildings can 
possess shapes which afford pleasure; that the beautiful/ugly are much 
dependent on states of minds.-- Don has a lot of SPI~ and AH~games, at 
least, is a Pnzerblitz—buff, and will write several articles for us. 


SACKSON, Sid: 1287 Arnow Ave, Bronx, NY 10469, USA.-— US, 54, married, 2 
grown children. Engineer for 80 years, now game inventor and consultant. 
Invented the games Acquire, Executive Decision, Sleuth, Venture, Monad, 
Bazaar, Transformation etv.3 wrote "A Gamut of Games", with rules of 38 
games not availiable elsewhere; invented the games Patton » MacArthur: 
writes "Sackson on games" (S&T)s has at least 2000 games in his collec-— 
tion and complete infos on ca. 10000 others... 

O'BRIEN. Bob: 75 Ardingly Drive, Goring—By-Sea, Sussex, UK.-Hé is one of 
the three partners in Wargames Research Group, author of their Ancient 
Rules, assisted in the 1750-1850, and Infantry Action Rules, as well as 
in the development of the two games (Decline & Fall, Seastrike). He 
plays both, board games and miniatures -- especially ancients and has 
both a Hun and Chinese(late Han period) army in 25mm figures. He is 
generally interested in all games, Military & General History, and model 
building of ell kinds. 


zerland.- cwiss, 1940, PhD, EDP-Manager, 3 wifes (31, 4, 2).= German, 
English, Fr bh, FORTRAN, COBOL, PLI, BASIC.— Prefered Games: StrattI, 
WW2, Bar,-.°B1k Bul, PzBl,- Kass.- Chess, Go, Bridge, Acquire etc.-- 
Subs: S&T, ropa.~ Infos: Invented an (unpublished) naval game in 
20623 interested in PBM, 9 - 


» Huropa,- Other games: enjoys chess a great deal and, to a lesser 


? 


gnal 


enthusiast. 

GREENE Jacks ef. page 33 of this issue. 

FIERA I IER III ITI OE IO IIE AIO IO KIO I IIE IEE IE 
We would like to get at least your address (Census), and if you like 


your capsule biography also: cf. pp 3, 4 of this issue. 
HRREKK ARERR KKK KKK KK HEHEHE KKK KEK HH MK EHH EK EK IEE IK IL IIE 


EUROPA 3, page 8 READER'S LETTERS 
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JOHN MANSFIELD (Canadian in BRD): ... but did you have to reprint that 
USAFE letter about the strengths of NATO ~ That is his opinion and be- 
lieve me he doesn't know what he is talking about. He is a single voi-- 
ce and may I say that as a Nato allie CANADA will stand with Hurope. 
We know our strengths and their weaknesses. : 

MICHAEL CARMICHAEL (US in BRD): Concerning the fellow who said USERA 
could only stop the Russians with its wreckage: Neither the Russians 
nor USERA have fought a major war for over 80 years, and the east is 
in just as bad a shape as the west. 


BOB MORSTEIN-MARX (US in BRD): I don't think anyone can argue logical- 
ly against a Command Control rule ~— you just don't have to use it if 
you don't want to. If you want to see what the British could have done 
in the Revolutionary War, if they hed radio communication, a top in-- 
telligence system, and Generals like Guderian or Rommel, leave CC out! 
And for those who want to see what they could have done given the same 
circumstances, I say it sure looks different out on the battlefield 
than on a paper board, where al] the factors that made the campaign 
are spelled out for you in the rules, sce that any intelligent person 
can get an idea of "what's happenin". I say it is a fallaey to think 
that you could have done this and that and wiped'em all out, because a 
game is, and always will be a game, and one should enjoy it as a game! 


ROGER SANDELL (UK): I'd like to defend the concept of idivey & command 
control rules. Although I agree that a commander's inaptitude is some-— 
thing a player should be free to alter, I don't think this is all the 
idiocy rule in "American Kevolution" simulates. Communications over 
such a vast area were such as to make co-ordination of different ar- 
Ihies very difficult, and the idiocy rule shows the problems this led 
to. Similarly in "Sinai" the command control rules accurately recreate 
the poor morale of the Arabs in 1956 & 1967. Most sets of figure rules 
attempt to reconstruct the results of poor morale and non transmission 
of orders and to leave out such considerations is to fail to. simulate 
a very important aspect of warfare. ; 


CHRISTIAN LINDNER (Sweden): I must say my attitude to SPI has changed 
somewhat during the last time.- SPIs trend towards more and more ab— 
straction is alarming. One starts to wonder why not more people are re- 
acting against all those "factoring in" and "factoring out" in their 
games. This does not mean that I am considering myself as a member of 
the "SPI-hating—club" that seems to exist in USA. I still think that 

. SPI has the most competent design team, but they are effectuating 
their skill in a way that I think is wrong, Taking two recent examples; 
Civil War and Sinai: these are not games, rather they are abstractions. 
In addition to that, Sinai is inaecurate: e.g., the Arab units are 
doubling their DS in the 73-—scenario. What is this based on? Somewhere 
SPI stated that this reflects the improved defense capability of the 
Arab armies. This seems to be based on various military sources repor- 
ting that 90% of the Israelian tanks were knocked out by AT-missiles.-— 
However, recent analyses show that 90% of the Israelian tanks were 
knocked out in tank-to-tank combat. The impact of the AT—missiles used 
in a defenive way was marginal. The Arabs fought better on the defense 
in this wartthan in 1967, but not twice as good. You could make this 
list longer, but let's take this as an example... 

There seems to be no meaning in writing and discussing matters like 
this with SPI -— they just don't answer... 

(wlh.: I got several letters-complaining that SPI doesn't answer and 
that they are slow in delivering ordered items...) 


JACK GREENE: (USA) From a business standpoint Europe is peanuts. But, 
Iosee the future is really there as well as cultural ties and informa-— 
tion -— but I am only one man. 


GARY GYGAX: (USA) If wargaming begins to take off in Burope as it has 
in N.A., you'll soon have thousa nds of players. I can remember in the 


EUROPA 3, page 9 READER'S LETTERS 
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early 60's when I knew about all of the active players in the USA. Now 
there must be 100 000 who own and play wargames here, and there is tre- 
mendous competition for their hobby dollars. 


BOB LATTER (UK): ... but hope that you will not cut ‘continental! Euro~ 
pe off from G.B., as the interchange of games and players throughout 
ALL Europe is of mutual benefit to our hobby and ourselves. I don't re- 
ally agree with your point about ‘continental! players finding it easi- 
er to play each other than British plavers. There must be more travel 
between France or BED and GB than between Belgium, say, and Italy for 
example, so I think that using English as lingua franca, and relega- 
ting GB to an ‘observer position is illogical and not good for the hob-— 
by.— However, you have certainly unearthed a real need for a more 'con- 
tinental' approach for AHIKS—Europe, which has missed the large number 
of “(foretoners tl out there (22) ) 0b feet thas AHIKS~Hurope needs to be 
far more cosmopolitan and hope that some of your members will join and 
contribute as I also hope that Britans will support you. But I would 
think that co-operation rather than separation should be the byword. 


(wih.: I fully agree, never really said the contrary; I just repeat 
that we need the British players —~ we need their experience and their 
support — let's hope, we get it...) 

CHRIS HARVEY (UK): I must join the comments on your "“continentals only” 
statement. Your stunningly facile comments on excluding the British we- 
re blasted by yourself in this issue when you said you would include 
the Poles. Now come on, explain how easy it is for, say, a West German 
to visit Poland and vice versa, compared to how difficult it is for a 
Parisien to go to London. And while I'm on the subject:what makes you 
think Switzerland is part of Europe? 


(wlh.: Of course, Switzerland is not a part of Europe, as everyone 
knows, Switzerland is situated just lefthand behind the gates*of “Eden, 
and most of the Swiss people are somewhat like a better kind of angels. 
This for that. Then: could you tell me what the hell a Parisien is sup- 
posed to do in London? Would YOU ever go to any other place, if you 
would have the chance to live in Paris? And if — to London...? 

Finally: Once and for ever I state that I like the English ~ as people, 
as players, as whatsoever — and last not least as article-writers and 
subscribers — and they are in no way excluded: or why should I have 
sent nearly half of the copies of last issue and of this issue to UK??) 


BOB LATTER (UK): Finally, your mag' gives a marvellous chance to ride 

an old hobbyhorse of mine: the same event as taught in different coun-— 
tries' history lessons. The views of your reader on Waterloo’, say, 
would vary a lot according to their nationality. Hopefully, few of them 
would be as biased and naive as the article in S&T!! 

DON TURNBULL (UK): I'm sorry, but I'm not prepared to print your questi- 
oOnnaire in "Albion". I have never thought it right that I should infer 
an instrusion into the privacy of others, and the fact that the guesti- 
onnaire will appear in some magazines puts the pressure on the £OC1 pis 
ent«to fill it in. This is an American habit which 7 cannot find a plea- 
sant one. I know that it is optional, but then so is paying taxes (if 
you are prepared for the conseguences). 

(wlh.: cf. pages 3/4: I understand the point of view of Mr Turnbull 
though I don't agree with it: but I would like to know how you see 
problem. Shall we or shall we not try to get this "Whosis Wino fp. 
eventual Capsule Biographies together?) 


HENRY RADICE (UK)(President of AHIKS--Europe): You may not publish the 
addresses and any information about our members which you get from our 
newsletter (...) You must understand clearly that you must have each in- 
dividual members permission before you can publish name & address.’ Cf 044. 
(wih.: Therefore, and since I got some addresses of AHIKS-members by 
other sources: please tell me, whether you want or don't want to be 


mentioned on the "Who is Who" lists; cf. pages 3 and 4 of this issue). 
HHH KKK KEKE KKK HHH KEK HH KKH HHH HK KIM KH HK HHH HK HHH IIH KK HHH HK KH HH KKH KH KEK RE H HK 
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ZINES: Contents cf p 39 (subseriber—issues only). 


a 


CATHAMER AWARDS 1974: Most of these awards haven been won by our Bri- 
tish friends: congratulations! Publication: DOLCHSTOSS, Gamemaster: MI- 
KE BULLOCK, Variant zine: ORION, Press release and press. series: KI- 
CHARD SHARP, Regular Game: 1973BI (Dipl World), Variant Game: 1973 /5V 
(Third Age, Grafeti), Player: ANDY DAVIDSON, Meritorious Service: RI- 
CHARD WALKERDINE, New Variant: INTIMATE DIPLOMACY (Adrien Baird), New 
Zine: DIPLOMACY WORLD.-— Comments in "Diplomacy World"1I,4.29: 

"It is interesting to note that in every category in which the British 
had an entry, they won. What happened was confirmed at the DIPCON. They 
block-voted and put us complacent Yankees in our place! Rather than re-— 
taliate next year, however, I would recommend that from now on the Cal~ 
hamer Awards be broken down into 2 regions, North American and Rurope-— 
an. Otherwise, we will tend to get voting along:national lines without 
regard to the merits, Besides, not many North Americans see European 
zines and vice versa," 


TERMINUS: 90+ pages, giving supply center charts of all completed po- 

stal Diplomacy games started before 1971 (i.e. 1963A—1970BU ; compiled 
by Walt Buchanan, it is available as xeroxed copy from Doug Beyerlein, 
1502 Page Mill Rd, Palo Alito, CA 94304, USA for 95.~ (US postpaid, Eu-- 
rope pilus postage) .— (DipW T/4,29: ef I/3,30) 


1974 1DA HANDBOOK: printed, 84 pp, $3.— (IDA: 92) + postage; all as-— 
peets of the hobby covered. Available by its editor: John Boyer, 117 
Garland Dr, Carlisle, PA 17013, USA.— (DipW 1I/4,30). 


WANTED to buy or to borrow (to complete the collection of the Hoosier 
Archives): Dolchstoss 1-2, Our 'Enry 11, Penduium 1, Tales/Bl Forest l- 
5, 7, Ummaqumma 2, War Bulletin a, Your Albert 1 ete.: send original 


or xerox to: Walter W. Buchanan, RR 3, Lebanon, Ind 46052, USA.— 


AMERICAN VARIANT BANK: Dick Vedder, 1451 N. Warren, Tucson, AZ Boa to, 
USA collects copies of all variants (DipW I/3,15).- 

UK VARIANT BANK: All orders for variants must be sent now to: Dave Pink, 
6 Clayton Ave, Didsbury, Manchester, M20 OFA, UK (GO 7,4).— Let's hope 
that the variant bank works now again.— Cf also p 12 of this issue.- 


CONTINENTAL VARIANT BANK: We are discussing the possibilities of a Con- 
tinental Variant Bank, with rules in English, some of them also trans— 
lated into French, German, Italian.— Variant—designers are kindly as-— 


ked to send us their wariants/print-—permits, eventual conditions. 


EDC: We also discuss the foundation of an EKuropean—Diplomacy-—Club, in 
order to soive all the problems arising with (at least) Fremech, Ita- 
lian and German speaking players, cf also next page and next issue. 


GERMAN-WRITTEN DIPPY-ZINE: Sinee Diplomacy is sold now in Germany and 
Switzerland (Boutique fur Spieler, Postfach 500208, D-8 Mtinchen 50, 
BRD; and: pees Lohrer & Co, Seefeldstr 198, CH-8008 Ziirich, 
Switzerland) (ca DM 25.- + post), a German—written Dippy-zine will get 
published soon, probably in early 1975. 


DIPPY-GMs: For this German-written zine we need some more experienced 
game-masters (not hecessarily speaking German). Please, help to deve-~ 
lop these dippy--wise underdevelopped countries! 


POLAR KNIGHT: Ake Jonsson, Box 176, Kiruna 1, S—981 O1,. Sweden, may 
still accept some more (especially continental) players; openings in 
regular Dippy. 


UK-ZINES; "Ummagumma" (Martin Davis) is not published any more (now re- 
placed by "Orbit™); "Son of Bellicus" (Will Haven) now merged with 
"Bellicus"; "Little Imp" (Richard Walkerdine) and "Your Albert" (7?) 
also merged with other zines from the same publishers (GO 7,1).- 
"Bellicus"' new subzine: "Bellicus meets the Purple People Eater" is 


HUROPA 3, page 11 NEWS; NORMAN NATHAN: GAME-—OPENINGS 
HHH KKK SHAK KKK KKK HK KKK HK LK HHH HEHEHE KKH HHH KIKI KI IE KE HK 
produced by Colin Walsh; complex variant openings.~ "Retief", one of 
the new Dippy~zines (Craig Nye, 56 Meadow Dr, Lindfield, Sussex, UK; 
3p + postage), is far away from being so bad as Will tries to make us 
believe (is this Basle ne at least, Craig is very active, has some 
interesting ideas ~ give him a chanee!.-— There are some rumours that 
"Grafveti" may stop publication; several zines haven't been seen for 
months (Bolshevik Star, Der Krieg etc), others are still delayed (War 
Bulletanie seo) SoC Ge iso zine-contents, p 39 (subs-copies Ou yi e 


QUARTERLY REPORT 2 (Aug): in UK-PBM-~Dippy there are 146 games of regu- 
lar Diplomacy, 87 Multi-player—variants, 29 Two-—player—variants (i.e. 
Intimate Diplomacy, I supvose), i.e. a total of 262 Dippy-games going 


om. (Published by R. Walkerdine, 15 Crouch Oak Lane, ,Addlestone,Surrey) 


TNE FINISHING TOUCH 6 (Sep): Also published by Richard Walkerdine; is- 
sues 1-6 gives details and results of 42 regular Dippy-games finished 
1970-1974.-. Maybe Richard can tell us, how many games at all have been 
Started, how many finished in regular and variant Dippy from 1969-74; 
just to show us, what we may. get prepared for... 


WHO'S WHERE 6 (Aug)/: 346 players (though not all UK) enlisted now; ave- 
rage number of games per player = 4.19; by Miek Bullock, 14 Nurserey 
Ave, Halifax, West Yorkshire, HX8 58Z, UK; cf p 39 also.-— 


TOP 0' THE PILE 1 (Sep): by Mick Bullock also; rates games played in 

UK-zines; the 6+] used different rating systems show that Nigel Sloan 
always, and Michel Feron mostly are.to be rated in the first two pla- 
ces; the first rank obviously has to be given to Nigel Sloan, the se- 
cond to Michel Feron (who therefor is the best Continental player in 

UK--zines). 


SOCIETY OF GAMES: "As far as 1 am aware this has now been folded, cea- 
sed, finished, terminated" (Mike Bullock); I've got the same ideas — 
no answers on my letters at least. 


NGC; (National Games Club) "The last two issues of 0.3. have each mis-— 
sed a "Dolchstoss", and hence taken at least eight weeks between dead-— 
lines. The NGC HAS taken part of the game fee from the players and 
therefore has a responsability to them. Surely, with a committee of se- 
ven, the NGC should be able to do something? (...) The players in 0.J, 
are entitled to be toid not only what has happened but also what the 
NGC has done. (...) I know that Postal Dippy is a hobby. I am aware 
that too much organisation is a bad thing. However, lapses of responsa— 
bility will inevitably occur and we need to be ready to minimise the 
mess that results." (Norman Nathan in "GO-B Newsletter", sent together 
with GO B, Oct). More and more I get the impression that NGC is some— 
what like a myth only; indeed, I know by hearsay that there is even a 
Man, Somewhere with the title of a secretary — but, isn't a secretary 
somebody who answers letters, questions? I'm still waiting, Hon. Mr. 
Sharp Esq.: answels youls plobably be no, sahib, but pool me little 
eulopean native wish love like get wely vely famous angly lettel of 
you, sahib Sik, massah.-— On the other side: peace! Why not co-operate? 
RHAEKKE KKK KEK KK HK KKK KEK HK KKK LK KKK HHH EKER KK HHH HHH HHH KE HHH KH KK KE EK IE 
-GAME-OPENINGS: (by Norman Nathan, UK) (not very up-dated this time, sin- 
ce Norman was abroad these weeks; zine-addresses ef "Huropa" 2, 16 
and for some p 89 of this issue): POLAR KNIGHT: Reg Dip (cf p 10); BEL- 


~, LICUS: Hisinor, Strategy I,,reg Dip; BLACK SPOT: 80 Yrs War, Patience; 
' COURIER: reg Dip, Abstraction, Origins; FRIGATE/DEPTH CHARGE: Multipli- 


city, 38rd Age II, Atlantica, Satellite; LEMMING EXPRESS : Mad Dip, 
Youngstown, Reg Dip; THE NORNS;: Ree Dip & ??; WAR BULLETIN: Reg Di ; 
NGC-ZINES (openings organized by Richard Walkerdine, address oes 


Srd Age II, Youngstown, Abstraction, Clans, Cline 9, Mereator, Reg D.- 
KEK KEK KKK KEK HK KH KK HK KKH KKK KKH HHH KKH KE KK HH HH HH KKK KKH KEKKEREKKEKKKKKKKEK 


EUROPA 3, page 12 DIPLOMACY—VARIANTS 
pag 


a a x xv“ ¥ 


ORE RE RARE EEK KEK KKK EK KKK HK HIKE HHH HI KH HK HIN KIKI K IK IIR ME 
9: Using infos from "Game Openings" (A/Sep) and from 
articles in "Diplomacy World" (1/8,15 and yea all 
compiled a list showing addresses, where variants are available, and 

P ‘ RES ; : : ’ 
giving the variants (in brackets: source and price in p or ¢; .add pos— 
tagey EP Beleium france). The Addpascas first: 

Be3 8 


= 


i. UK-Var—Bank, Dave Pink, 6 Clayton Ave, Didsbury, Manchester, UK,- 
2. Don Turnbull, 21 Whitwell Way, Coton, Cambs, UK.- 3. Steve Wyatt, 
5 Bideford Close, Edgeware, Middlesex, UK.- 4. Gordon Neilson, 28 
Kingsway Plaee, Dundee, UK.- 5. Will Haven, 30 Plungington Rd, Preston, 
Lanes, UK.~ 6. Geoff Challinger, 23 Priestnall Rd, Heaton Mersey, 
Stockport, Ches, UK.- “. Michel Liesnard, Ave A Mileamps 221, B-1040, 
Brussels, Belgium.-— 8. US—Var—Bank: Dick Vedder, 1451 N.Warren, Tucson, 
, AZ BOLL USAR Oo hewis Pulsipher, 423 N.Main St, Bellevue, Mich 49021, 
USA.- 10. Paul Wood, 24613 Harmon Ct, St Clair, Shores Mich 48080, USA. 
10.*: all with * together: % 1.75.~— ii. John Boyer, 117 Garland Dr, 
Carhiste Pa 17018. Usa ys iz. Fred € Davis jr, 3012 Oak Green Ct, Elli- 
cott: City, Md 21048 USk:- 7S. Nick Ulanov, 60 E 8th St, NY, NY 10003, 
USA.- 18,%: all with * together: g 1.50, IDA: $1,— 14, Randolph Bart, 
19160 Olympia St, Northridge, Cal 91324, USA.— 15. Conrad v Metzke,; PO 
Box 4, San Diego, Cal 92112, USA.- i6. Joe AntoSiak, 422 East Ave, La 
Grange, Ili 60525, USA.- iv. John Biehl, 5847A Oak St, Vancouver, B.C,, 
Canada.- 18. Herb Barents, RR 2, 1142 S 96th, Zeeland, Mich 49464, USA,- 
19. Thomas Galloway, 237 A Regulas Awe, Virginia Beach, Va 28454, USA:— 
20, Larry Rubinow, PO Box 24872, Los Angeles, Cal 90024, USA.- 21. Dan 
Gallagher, 6425 King Louis Dr, Alexandria, Va 22312, USA.- 22, Charles 
Sharp; 506 W College Ave No 3, State College, PA 16801, USA.— 28. Lar- 
ry Zehnder, PO Box 24872, Los Angeles, CA 90024, USA.— Se 


ABBERATION 1&2 (7: BF28), IV (1: 4p; 9: 15¢), ABSTRACTION (1:5p; 10*; 


12:25¢), ALGERNON (19:20¢), AMERIQUE 1860 (7:BF35), ANC HEBREW KINGDOM 


(1: 8p), ANGLO-SAxoMacy (9:20 » ANONYMITY (9:20¢, together with time— 
shift), ATLANTICA I 
AUCTION (IiIp), 
DipW 1/78), CHAOS II (7:BP7), CHALKER 9-MAN (10*), CIRCLE (1:2p), CLANS 
(2:?), CLINE 9-MAN (15:2). Cong? RUNNING (15:7; 20:7), CONPHEWSHUN (i: 


JIHAD I (8; 


<4 3 : Fas , f 
i o:2p), INTERSTELLAR IIL (1i4p; 9:15¢), INPIMATE’ (37SSAR)’ 
INVASION 44 (1:8p), IRISH (1:2p), IRREGULAR (5:2), LINE-TeTT (7:BP42)’ 


Lip; 1O*; 18 +20¢ 


(1:2p), NORTH AMERICAN (18:20) 


RETURN ... (cf Downfall, 


, RED OCTOBER (4:3) 
poecensecra ities eee See 9 
Decline), LA REVOLUTION (277), SETRAP (5:2), SCHIZO (1:Ip), SCOTICE 
SCRIPTI (2:2p), IIT (11:25¢), SER OPTIONALS 1 (9:20¢), 1660 (is*)~ 


SPECULATION (S82 ye SPIDER KING (5:7), SLOBBOVIA (22:7), STRESS (10%), 
SWITZERLAND (20:7), 3rd AGH 1 (10:*), It (1:4p), 2 (7:BF428), 30 YRS W 


(133256; 18%), UIMB-SHTRY (9:00¢, incl Anonym. ), TRANSATLANTIC (2237), 
2010 (18:80¢), WARS OF THS ROSES (1:3p; 18:25¢; 13*), WESTEHATIA (map 
21:7), VI (DipW 1/2), WITCHWORTD (2:2p), WORLDDIPLOMACY (9:25¢), WORLD 
WAR IV (1:3p; 9:15¢), YOUNGSTOWN (7:BF63; 143;20¢; 16:40¢) .- 

7: Liesnard: rules in French.-— 9: Pulsipher, term address (?): Rm L14B, 


Graduate Center, Duke University, Durham, NC ctO6, USA. = CP etss 9. S97 egy 
BRERA AES IIL ISI IAEA SII III III AK IAB DARI AIGA IIR HOD gE 
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GAME-OPENINGS: Polar Knight (address p 10): regular Diplomacy; Moes— 
hoeshoe (or: Moe-..., Moesh-...?)(Michel Feron, Grand—Place 7, B-4280 
Hannut, Belgium): English and French speaking, i.e, bilingual: Reg Dp, 


Hyperspace II, Black Hole, Circle Variant. Purest Diplomacy. 


MOESHOESHOE: (address above) bilangual (French/English), weekly, i.e. 
one out of four issues contains international games (often 10pp}, the 
other three issues are devoted to local games (2pp); subs-fees going 

up in Dec, now they are: Benelux 12/35FB, all other countries, surfa-— 
ce: 12/45FB} US/Can by air: 12/70FB.- Games are free, but a refundable 
deposit of 1OOFB has to be paid.— Sample copies free for the asking... 


LOGENBEEK: (by Michel Feron also, ef above) devoted to the variants of 
Diplomacy, ca 12 times a year; each issue contains the complete rules 
and maps of one variant, each issue available in English and French, 
Prices vary with the size of the issue, from 1FB — 12FB + postage. 
People wa nting to reeeive each issue should open an account of which 
the copy and postage prices may get deducted. 


SIGMA: (by Michel Feron, ef above) devoted to the statistically minded 
player, will be monthly; list of all European Dippy zines published 
that month, the games they contain, lists of all games of that month, 
Supply center charts, Boardman & Miller numbers assigned to European 
games etc.~ Benelux 12/50FB, Europe 12/90FB, US/Can air: 12/150FB.- 
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VARIANTS: cf p 12: Some variants have been designed by our Belgium 


eee 


friends: Chaos II (Michel Feron) (rules in French and English), Lima 
(I-VI) (Michel Liesnard and Gian Paolo Maeedoni), Bruxellisme (Michel 
Liesnard) (not published yet); more details about these variants will 
follow. 

KHEKHK KK KKK EEK KK KK HK KK KKK KKK HHH KH KH KKH KEK KH KE HK HK HK IK HII I RE EEK HIE 
RULES: Diplomacy rules are now translated in Italian (by Enrico Manfre- 
di), in French (inoffically by Michel Feron, officially by,?), and in 
German (I was supposed to do this ~ by Games Rescar¢th, USA -— but Phil- 
mar UK in the mean—time let somebody else do the job; actually, the 
translation could be worse, but the least to say is that this German 

1S eeececccoseccescaccseccces Somewhat strange, actually: bad. 
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CONTINENTAL DIPLOMACY: Diplomacy is spreading out now in at least 

three non-English—speaking parts of Europe; therefore, several absolu-— 
tely new problems will oceur. Most of these problems can get solved 
easier now than later, and maybe we can avoid some mistakes made in 
other parts of the world when Diplomacy invaded those parts. 


Everybody will agree that there should be guaranteed that there always 
will be a steady cooperation and communication with the English—spea— 
king countries, organisations and clubs. 

On the other, side, I am not so sure, whether they are prepared to co-— 
operate (and*8he first time: to support) us). Then, we have to deceide, 
how elose this cooperation can and should be. 


Some organisational questions arise; Should we form a Continental Di- 
plomacy Club (cf EDC, p 10 of this issue)? Should this club be a part 
of the IDA-UK, a branch of IDA-USA, or nothing like this at all? Is 
there a possible cooperation with NGC? If a Continental club will be 
founded, should there also be Freneh-, Italian~ and German-speaking 
Suborganisations soon, later, or not at all? &OC?. 

Should we organise our own variant—bank, translations of variants, 
should we try to get a NGC-like pool of Continental Dippy~zines (may- 
be with some common articles, translated from the English), what do 
we do with orphan—games etc etc. 


I am discussing these problems with some of the most active players 
of both sides of the Channel; maybe you wish to send me your opinions 
also? I shall report about this in my next issue. (Cf also: Abbrevia-- 


tion-Systems, p 40 of this issue)(subs—issue only). 
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as well; let's repeat: Cavaliers & Roundheads (English Civil War, mini- 
ature rules), Dungeons & Dragons (fantastic Medieval, miniatures or 
paper/pencil!), Tricoior (Napoleonic, miniatures), Warriors of Mars 
Burrough's "Barsoom", miniatures), Star Probe (exploration and conflict 
in space), Chainmail (Medieval), Tractics (modern miniatures rules), 
etc. etc.: some of these yvuies will arrive here within the next days 
probably, and we hope we may review them for the next issue. ae 
In the mean-time, let me quote what Gary Gygax wrote in one of his let- 


ters: 


GARY GYGAX: "As far as I know I have more-or-less pioneered fantasy 
wargaming in this country. Wnen I added the "Fantasy Supplement" to the 
Gygax/Ferren work Chainmail IT had absolutely no idea what I was doing — 
as far as starting something, that is! The response to this part of 
"Chainmail" really overwhelmed me. When I saw the direction Dave Arne-— 
son was taking with these rules; I immediately envisioned whole new 
fields opening for our hobby, and within a week a rough draft of Dunge— 
ons & Dragons was on its way to Dave. About a year or so later D&D was 
published by TSK. Its popularity is pyramiding, and we can look forward 
.to a general trend towards greater popularity still for several years 
at least. This means that fantasy (or sword & sorcery) games will be 
with us for some time to come. 

Because of this demand TSR has made Warriors of Mars sufficiently com-— 
patible with D&D so as to enable fantasy buffs to Lift whole sections 
from the 'Mars' booklet for use with their fantasy campaign employing 
D&D. Again, at iast two, and possibly three, direct additions to the 
rules are in progress now for eventual publication. It is also quite 
probable that we wili be able to tie in two booklets in the science 
fiction line, so that while they will be useful in themselves, those 
that wish can use them for D&D piay also. One will be rules for muta-— 
tions adventures ~ a sort of after-—the-—bomb earth. The cther is a pro- 
jected dimensional/time companion of the Star Probe. 


a 


This brings me around to Science fiction: From the sampling of wargame 
players to whom I have spoken to about fantasy and SP, and this number 
runs into several hundreds, it appears that there is a correlation bet— 
ween interest in imaginative writing and imaginative game playing. Some 
90% of the sampling declare an interest in fantasy and SF. (I wonder if 
among fantasy and SF fans not introduced to our hobby there is a corres- 
ponding possibility of interest in wargaming! As a-guess I'd say while 
itvis not as high as 90%, there must be quite an untapped source:.of new 
players among scifi eee 


Sales of D&D indicate that hobbyists WANT rantasy, "Warriors of Mars" 
Sales seem to point out the same about SF, and we are bringing’ out 

Star Probe for the same reason. With a little work, a referee for a 

L&D campaign will be able-.to work scifi into his fantasy campaign, 
Rkegardless of this, the beauty of both fields is that they are absolute-— 
ly limitless. There are no historical bounds; there are no technologi-~ 
cal bounds. While these forms of wargaming will never replace the stan-— 
dard historical ones, fantasy and SF wargaming are able to take over 
where they leave off, and they go a long way further. 

Soon wargame players will be able to handle phalanxes, cavalry, squa— 
res, skirmish lines, AFV's, dragons, and fleets of Space ships with 
equal skill... and probably with equal zeal too! 


Furthermore, Fantasy wargames (D&D specifically) seem to be exeellent 
vehicles for bringing warygamers together, finding new recruits, and 
actually interesting those who would not otherwise be interested in 
Wargaming in that aspect of our hobby, It has worked that way everywhe— 
Tepe 
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GARY GYGAX will kindly write some columns which will take you through 
the steps of preparing the typical fantasy campaign, i.e. how to lay 
out the dungeon maze, monster population, treasures, drawing an out— 
door map, how to foil players trying to run away with the game, etc. 


WIZARDS & WARFARE, fantasy rules, are sold by Leicester Micro Models, 
5O Walcot Walk, Peterborough PHS GeF, UK; price probably 50p. 


MINIATURE FIGURINES LTD (28-32 Northam Rd, Southampton, S02 OPA, UK; 

and Box P, Pine Plains, New York, NY 12567, USA) have a "Mythical Earth" 
and a "Science Fiction" range; their new catalogue gets published the- 
se days.- ME also by: Nye Stamp & Hobby, 190 Rye Lane, Peckham, London. 


REVIEWS, ARTICLES: I would like to get some reviews/articles/opinions 
Of SF, S&S, Tolkien, Wild—West, Fantasy games fans about the games men-— 
tioned on these pages (and others, of course). I think most. of us would 
be interested to hear more about’this new game world. 


CHAINMAIL: A Fantasy Variant, based on the children's story "The Pied 
Piper of Hamlin", is described in "Panzerfaust" 64, p 23. 


T-K-GRAPHICS; The new (Fall—Winter) catalogue is out (PO Box 1951, Bal- 
timore, Mp 21208, USA), filled with SF- and S&S-related books. 


WELLS FARGO STAGE COACH: If you're rich (it costs ¥. 27.50), you may buy 
a big model of this (and other coaches as well); is said to be so de- 
tailed that even the brakes work (R. A. Flock Trading Co, 7 Sunny Pla— 
ce, Sunny Gardens Rd, Hendon, London, UK). 


SKIRMISH WARGAMES: (Steve Curtis, The Lazy B, 13 St.Pecuman's Kd, Wat— 
chet, TA23 CHK, Somerset, UK); I've got now his "Old West, Posters and 
Signs" (UK: 50p, US: $8 air, Continent: 70p): You get a booklet of 

30 pp (in the rather uncommon format 12,5x20em), each second page con— 
tains Wild—West posters and signboards (black/white), most of: them 
look very real, some others are written with too modern letters; I es-— 
pecially like the signboards: they will make your show-down street 
look much more western—like, capturing somewhat of the flavour of the 
old frontier. 


FEDERAL SMALLWARES CO.: (85 Fifth Ave, 16th St, NY, NY 10003, USA) 
(also mentioned in § 2 yet) sells some old—american furniture (but so- 
me of them might be disappointing and look better on the pictures in 
the catalogue than in reality); they also sell very tini letters (3 
letters, 7/8"x$"; $1.25), newspapers (8pp each, partly readable, Chica-— 
go Tribunes and NY Times, 14"%2", $1.25), magazine sets (12pp each, 
1899/1902, Harper's Weckly, Leslie's, Ladies Home Journal, Munsey, Sci- 
entific American, $1.25), a card deck (1/4"x3", 1.00), and also a An- 
tique Replica Mini Foster & Ad Sheet (153"x214" sheet, filled with ca. 
600 repros of posters, ads, labels etc.; some coloured — blue or red- 
brown only — most very small, but still readable; size, let's say: fin- 
gertip—big; $1.25): together with the Skirmish—booklet this all will 
give the real western and old~american touch. (Don't buy their mini- 
games: they are disappointing). I just forgot: they also have foodstuffs 
with full-colored replicas of old cans and boxes (before 1900) — might 
look very nice and authentic in your western-store CO ee Cus Gere 


ANTARES is a Turkish zine about Bilim Kurgu (or, if you happen not to 
understand Turkish: about SF), published by Sezar Erkin Ergin (PK 56, 
Bakanlikar, Ankara): 32 pp, printed, two of them giving an Eglish sum— 
mary, the rest — well I suppose it's Turkish again... 


SF IN BRUSSELS: Joseph Vanden Borre (rue du Bonheur 14, B~1070 Brussels) 
has a SF—-club, meeting each friday in Brussels; they organised a SF-ex- 
position in these days, and there is also a French-—written SF-zine; we 
shall get more details later. 


SF/BATTLEFLAG; With all the old, new and planned SF-games around, an 
old issue of "Battleflag" (3rd Millennia, 465 Woodland Hills, Philadel— 
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phia, Miss 39350, USA) might get interesting again: issue 21 (Nov 72), 
the Sf-special, is still available for $2+postage (ca $1): besides an 
article about the game "Nova" and an the one about "SF-Space-—War", you 
-will find. in this issue also an interesting article "Panzerblitz Tac— 
ties" (by A. Totten): Aides Se 

They also sell their "Empire I" game, where you design your own ships 
"and explore the unknown areas of the galaxy's; grand strategy level; 
economic factors ~ differing industrial capacities and production capa- 
bilities ~ influenee the game. (Infos by their flyer; I don't knew the 
game); price: $5.— + postage. = 


SUPERKNOVA: I am trying to find out, whether this SF/Dippy/space—warga-— 
me orientated zine is still published by Lew Pulsipher (addresses: p 12). 


ALIEN SPACE: Lou Zocchis SF-game (by Skirmish, cf p 15: ZL 1.60, posta— 
ge Continent: +80p)(or: Leu Zoecchi, 1513 Newton Dr Biloxi, Mississippi, 
39532, USA); (if you enclose money: Z and/or ¥ only) + the rules really 
look fascinating, but I didn't play it enough yet, to review it (is* 
somebody out there, who might do so?): you get 8 different space-ships 
(red cardboard units) (extra-sets to form sqwadrons, £leets,and even ar— 
madas available) having different main engines, auxillary engines (to 
allow sub light speed), blazers, defensive shields, sensors, life sup- 
port systems, may have also transparenators (to become invisible), a 
Magma beam, and magma intensifiers, and nuclear device... The rules are 
clear, a sample mowe is described, a weaponry cross index chart is gi- 
ven, and additionally enclosed errata sheet should help to solve the 
rest of eventual problems. 


STARPORCE "ALPHA CENTAURI": available from SPI, $8.- + postage. 

se a ee ee 
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MINIATURE—ZINES: cf p 42 (subs—issues only) (contents of Military Model- 
ting, Sword & lance, Wargamer's Newsletter, - . MAWS—News. ) 
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IRONCLAD-RULES (by Harti Ammann, Switzerland) 


The newest rules by Navwar for naval miniatures cover roughly the pe- 
riod from 1860-80 (Civil War, Battle of Lissa). If, by chance, you know 
their Napoleomwic rules: these are of the same quality — on other words 
excellent. ages 

They are printed in form of a booklet comprising ca 30 pp and cover 
just about everything you need to fight a naval engagement of that pe-— 
riod. In spite of the length of the rules they aren't complicated. The 
Gunnery Charts may look rather shocking at first sight, but after get-— 
ting over the shock, you will see that it takes just a few minutes to 
understand them. Also, some of the rules, such as weather, torpedos, 
mines, shore—natterics etc. aren't really necessary in the beginning, 
so can leave them away until you have learnt the more basic rules, In-— 
cluded in the booklet are Turning Circles, a Damage Control Chart, and 
Ship Definitions for ships of several countries. Thase Ship Definitions 
are one point I would like to criticize. I find them totally superfluous, 
since they don't include such things as dimensions of ships, position 
and arc-of+fire guns, which means you have to have your own reference 
works. However, this isn't very grave, I just think they might have sa- 
ved some paper. 

I wouldn't exactly recommend these rules to the raw beginners but to 
anybody else, especially naval wargamers, they are highly recommended, 
Note, that besides models you will also need a pair of decimal dice 
with these rules. Both available from: Navwar Productions Ltd, 48 East 
View, Barnet, Herts, UK (EN5 5TN); rules: Greek Naval, Napoleonic Na~ 
val, Ironclad (@ACW) : 60p each, WW1; 3835p, WW2: 50p; Decimal or Percen- 
tage Dice (20 sided): 25p/pair. : 


NUMBERS: Bill McKenzie (Naval Wargames Society, 16 Hugo Rd, London,UK) 
wrote that there probably are more than 5000 miniature players in the 
UK — much more than we estimated. 
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"EUROPA" AND EUROPE 


wilh. Within a little bit more than three months, E published three is- 
sues, containing ca. 90 pages; a lot of the readers of this issue do 
not know anything about E and its plans: it might be the right moment, 
to repeat what we want, and to show how we could reach our aims. 


The situation: There are not more than 1000 CoSim—players in Europe 

if we leave the more than 5000 miniatures—only—players out of consi- 
deration); probably there are 2-300 players in Continental Europe (mo- 
re than half of them Dippy—only—players), 5-700 players in the UK (at 
least 300 of them play PBM-Diplomacy, and ca. 200 of these Diplomacy— 
only). Of course there are, especially in the UK, probably hundreds of 
others who have bought one or some CoSim-games too, but who are not 
considering CoSim—playing as a hobby. 
After disparation of "Albion", i.e. next year, Hurope will still have 
some miniatures zines (less than a dozen), more than two dozen Dippy-— 
vines, some Club-zines, and "Europa", trying to interest both, Dippy- 
and Board-game players (and occasional miniatures players also). 
But, "Europa" is not a zine only, it is supposed to be more: there are 
Some ideas and projects connected with E — and these ideas are much mo- 
re important than the zine: they are the reason, why "Europa" exists. 


Aims: E should help to develop and spread out the hobby in Continental 
Hurope (and to do this we need the help of the UK-players), and in the 
UK (if we are able to do this). (* and of US-players also) 
There will soon be a lot of newcomers and beginners around: we shall 
try to help them to find their way through the maze. 

It will be important for the hobby and ourselves that we get to know 
each other, that we find more contacts, that we get informed about 
what is going on in the European hobby field: an all—European=zine on- 
ly can meet these demands. 


can help to reach these aims - and maybe some of our readers are able 
to influence the hobby, and maybe European thinking can spend some new 
ideas. 

(Of course, "Europa" never will be a zine strong enough to force the 
game—publishers to what-so-ever; but our ideas and thoughts will find 
their way: we only have to bear them, they will grow -up and get migh- 
ty otherwhere). 

Last not least, of course, "Europa" will try to be an interesting zi- 
ne: depending primarily on how many of you are willing to be active 

in writing columns, articles, letters, opinions ete etc. (And if you 
check the subscribers-lists and if you know that most of them did pro- 
mise to write one or more articles, some even regular columns, then 
you will agree that it shouldn't be so difficult to get at least an 
“interesting zine...) 


I have done the first step now. I am willing to do the next one also. 
But to go further, I need your total support. We only need a few more 
subscribers to run the zine — but to reach our aims, we need much mo- 
res it will be up to you now, whether or not we may reach some, most, 
or even all of these aims... 


You shouldn't subscribe only for "Europa", but you should contribute 
to "Europa" also. 
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Subscriptions-fees: pp 1-8; Address: p 1; please, write today... 
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ZINE—ISM; "HUROPA™ 


wlh. Reading this issue, you will find several departments; each one 
of them can get developed or shortened - depending on what YOU think 
would be more important, depending also on your contributions to the- 
se departments. 

This first "Zine-—ism"-—contribution shall also invite you to refleet 
upon your idea of a zine: the existing zines (including the very pro- 
fessional ones) have not necessarily to be the ultimate solution; so- 
me of them definitely are partly or totally on a wrong way - I think. 


SIZE: E is limited in its size by production-costs (i.e. number of sub- 
Scribers/subs~fees), and by the postal-weight—limits (the mailage-—fee 
for an issue of 42 pp is SFr -.60, but 44pp would cost SFr -—.90; and 
the air—mail—fees to USA are just excessive...); a “normal” issue 
should have 82 pp (but will I ever have a "normal" issue?), not more, 
better less; 42 pp, if there are enough subscribers. 


TYPING: cf page 5 of this issue. Furthermore, obviously I am no typist, 
and am not able to draw anything (especially not on stencils). 


CONTACTS: Capsule Biographies shall help to get to know each other a 
little bit more, Subscriber Adresses give you the possibility to con— 
tact each other, the Help Column enables you to find infos/games/PBM-— 
and FI F-—partners/addresses etc., the Com/Clubs-page shows you were you 


may meet friends (in the UK and on the Continent). 


OPINIONS: Reader's Letters (about what-so-ever), and Opinions & Infos 
(about games) will not only inform you, it's another possibility of 
getting to know each other also; furthermore, there we have our Forum, 
the place for discussions, the platform for European opinions (and US- 
replys) (or Vice Versa.e.j)-. 


GAMES: There are no games played in E; there are enough Dippy-zines 
around for "Diplomacy", and there is "Battleground" for board-games.-— 
But we could later perhaps include to show some games turn—by—turn 
with comments (if somebody wants to write this...). 


GAME-AIDS: The Ludography will give you a compendium of addresses, ti- 
ties, names, somewhat like a CoSim—handbook; Back—Issues shows you whe- 
re to find articles/reviews/variants etc about a given game; Set—ups 
shall help solo—players; Grid-coordinates might be given later again; 
and there are possibilities to introduce a Question—box for rules-—ques- 
tions. Later, when more newcomers and beginners are around, we should 
start a column, Ludothek, telling them with which games they should 
start (and why), which games are ‘musts!’ ete. 


ZINES: I get ca three dozen zines, mostly by subscription, some by tra-— 
de: zine-contents and occasional reviews or comments may help you to 
decide about new subscriptions; or, you may find articles mentioned, in 
which you are especially interested, and may buy the back-issue of this 
zine before it is sold out. 


EWS: Of course, you may not use all the infos you get on the news—pa— 


ges, nor might you be able to buy all the new games mentioned: but 
there are a lot of players around, who get SPI and/or AH news only... 


MISCHLLANEOUS; I am convinced that most of you are not interested in 
CoSim only (real players are the type of people doing and collecting a 
lot of other ‘strange' things); therefore, I'd like to spread out in- 
fos about unusual books, collector's items, etc - i.e. things not, or 
only more or less related to our hobby (like stamps with war-motives, 
doli-house—items to be used in miniature-—towns also etc). 


BOOKS: There is 2 large amount of books which might interest you; book-— 
reviews could fill whole issues: we only can give you some — plus ad-— 
dresses where to get catalogues, and adresses of specialized shops. 


HISTORY: I don't think that our zine is able to carry real historical 
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articles; they will be too long, need illustrations: there place is (if 
ewer) in pro-zines; whether we ask for historical articles in our zi- 
nes at all, will be the subject of one of the next "zine-ism"-articles. 
Compilations out of books everybody could read himself as well are not 
what we need also. But, there might be some material which is not easy 
to find, or only in not-English-written sources: this we might publish 
(but, please, don't forget to mention your sources). 


REVIEWS: They should help you to find out which game you should buy, 
which one not. There are several type of reviews: the big one, allow-— 
ing you to see why the reviewer liked or disliked the game (describing 
the game, its components, rules; giving some first thoughts about stra- 
tegies, tactics; speaking about drawbacks, flaws, and merits as well, 
and concluding with a final summary), the mini-review (giving some 
first impressions after having played the game only several times, men— 
tioning some of the above named subjects in 1-2 sentences only), the 
opinion (picking—out one or two of these subjects only), and the refe- 
rence (giving just name, adress, price and maybe a summarized judge— 
ment only): all these kinds of reviews will be found in our pages. 


Furthermore, we shall give you Quotations out of other zines' reviews. 


(NB, What kind of reviews do you prefer — and why?). 
TACTICAL/STRATEGICAL articles are the most difficult to write - and to 
get. To write them, you must really know this game (and many others) - 
and with all the new games published each month who still has the time 
to play a game dozen and dozen of times? We nevertheless hope to get 
articles like these - and if you're not so sure about your tactics and 
d atillose the title 'Some first thoughts about...! 


ot = 72 nw 
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SPECTAL--POSTER-SERVICE (Postfach 87, D-53 Bonn—Duisdorf, BRD): Their 
catalogue is enclosed in this issue — and actually, it's because of 
them, our first advertiser, that I could afford to send again such an 
amount of sample-—copies (i.e. that you got this PSSUCS iP Syourl— stab = 
did not subscribe for E). I don't think that this catalogue needs any 
special apraisal: the pictures speak for themselves. For the not Ger— 
Man—reading people: the first pages show you their posters; how to get 
them is explained in the middle of the catalogue, partly in English & 
French. Don't forget to add your address, if you order; the four last 
pages of the catalogue show two records, 4 books, 3 annuals, and 8 
stickers.~ I think you agree that some of these posters really are 
great, aren't they? (NB. Christmas in some weeks, so...) 


PHILMAR (UK) has published some new games: "Strategy" is reviewed on 

p 28; "Confrontation" is of greater interest, I think, but the most 
interesting (and also the best-looking of all the three) is "Kingma~— 
ker"; we hoped to review these two games in this issue, but we are 
still play-testing (and would appreciate your comments also); "Kingma- 
ker" is in a way similar to their "Diplomacy", though I don't think it 
will be the same success. But, at least you should have a look at get 
and probably you will buy it (and I don't think that you vaste your 
money in doing so)(costs ca % 3.70). 


WATTS (David Gwyn Watts, 32 Eastleigh Dr, milford Haven, Pembs SA73 Buy. 
UK): if you liked his "Railway Rivals" (36p each of 8 kits) (you remem— 
ber: you draw your own maps, then you build, operate and extend compe- 
ting railway systems; simple, but fascinating — and a lot of more com- 
plex variants might be invented easily by yourself), you will like his 
"Oil Distributors British Isles" also (86p; also a geographical board 
game; you draw your own map ~ you get the hex-sheets - you act as an 
oil-company, establish a refinery and 2 depots, produce oil, and send 
it by ship/train ete: obviously, you may find an own system to combine 
"Oil Distributors" and "Railway Rivals"... (Continental prices each 
kit 40p + 5p/10p for the total order; ask for free price-list!)(He al- 
So sells two wargames, "The Peninsular War", and "The Pennine War" 

but they are really too simpie, I fear, and you probably will not like 
thems on. dor your). 


ALBION 50 (Don Turnbull, 21 Whitwell Way, Coton, Cambridgeshire CR8 7PW 
UK): "At present I have no idea how many pages it will contain, hence 

fi cannot estimate the cost of the postage. All I can say is that it 
will be 25p+postage, and guess that the postage will be based on about 
15 ounces of printed paper plus the weight of ‘Courier’ (the Dippy-zi- 
ne).- I can't imagine, either, that it will be available in early Novem- 
ber, aS previously hoped. A better guess would be a month later — I 
will be printing three games, and this is taking the time.” 

So, you still have the chance to get the last issue of "Albion" — con- 
taining, i'm sure, again more than 50 pp of articles and infos about 
Adult-Games and Wargames. You really shouldn't miss it! 


SPARTA: "The somewhat dictatorial club called 'Sperte ow the “SICL*, 
once boasting of over 700 members here has, I am told, finally ceased 
operations. They wore arm badges and uniforms and the like..." (GG ,USA) 
Probably, that's why I never saw an issue 8 of "The Spartan"... 


GDW (Game Desieners' Workshop, 203 North St, Normal, Illinois 61761,US) 
has released 3 new games: "Narvik" (part of the Europa Series, cf Drang 
nach Usten, Unentschieden) (batt/regiment, Norway 1940, 600+ counters, 
Scandinavian map; $8.75); "Torgau' (batt/reg, Frederick the Great, 7 
Years War: ¢ 8.40); "Coral Sea" (shi s/aireraft, US/Japs 1942, S775): 
they also sell "Triplanetary" (%6.80 , "Chace ($6.80), "Ragles" (96.8) 
In preparation: "Merita Merkur" (Balkan 1941-45) 


SDC (Simulations Design Corporation), cf p 35 and p 48 
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WRG (Wargames Research Group), games ef p 28; released the book "Ar-— 
mies and Enemies of Ancient Egypt and Assyria", Z~ 2.30 (UK, Continent 
postpaid). 


AH (Avalon Hill, 4517 Harford Rd, Baltimore, Md 21214, USA): Now re- 
Teased: “Alexander the Great" (98), "Anzio" (#8), "Chancellorsville" 
(8), "Jutland" ($8), "Panzerleader" ($10), "Third Reich" ($10), New 
"Stalingrad" rules (25¢).- Special offer for "General-Subseribers" 
(ending Dec 8lst!); $50.- for 6 of the new games or 5 of the new ga-— 
mes & 1 previously published game; General—subs-—renewal included, al- 
so a booklet of Discount coupons ($1 discount off every Mail Order for 
the rest of your life )({— AH Blite Club) .= More An=news cf SO oes 
Michael's Models (646-648 High Rd, North Hinchiey, oN. 12 ONL, UK) anti- 
cipates that they get the new games in December, even early Dec.- 


SPI (Simulations Publications Inc, 44 East 23rd St, New York, NY 10010, 
USA): Newer releases: "Frigate" (still not arrived in Continental Euro-— 
pe..-), “War in the Hast" (920), "Starforée 'Alpha Centauri'" (#8), 
"Tank" ($8), "Operation Olympic" ($8), "Patrol" ($8), "Combined Arms" 
(#8); there are 16 games planned in the SPI R&D department, also they 
plan the Quad-Game-Concept (4 games for $12, or 1 for 94; simple NAW 
like pre-WW2 games.— More SPI-news/details cf p 48 sqq.- 


OTHER NEWS: Cf also pp 34, 48, etc. 


FLYING BUFFALO INC (PO Box 1467, Scottsdale, AZ 85252, USA) moderates 
Some multi-player games, sells some others, and publish a zine also. 
They sell "Imperialism" (3-8 players, fleets, armies, colonization, ex- 
ploration, pirates, storm... 400 plastic pieces; board) (6.50), "Battle 
of Chickamauga" (ACW, Borodino—variant, hand—drawn-map)(%4).- Their com-— 
puter-moderated games ("Nuclear Destruction", "Battle Plan", "Moon Base", 
are also available and may be played overhere: ask Chris Harvey, 30 
Goarway Rd, Walsall, Staffs, UK; zine "Overkill"; cf E 2).- 


EDC (European Diplomacy Club) (address: as per "Europa") founded! Foun-— 
dation --committee, in alphabetical order: Michel Feron (B), Walter Lue 
Haas GcHy Ake Jonsson (S), Michel Liesnara (B), Enrico Manfredi Css 


MICHAEL'S MODELS (= AH-UK)(address abowe, cf AH) expect 1975 prices 
will show a substantial increase. They sell the 98-games for £5.85, 
the $10-games for ~£6.50.- 


GUERRILLA is a new game designed by Harry Tucker and Henry Radice; UK- 
post—paid & 2.99 by AHIKS—Europe (Chris Hancock, 6 Garth Close, Hast-— 
cote, Ruislip, Middlesex, UK), probably.— It depicts a batt—size force 
Operating against some guerilla bands. During the game both sides esca— 
late their forces, and you get a very good game — but you never know 
where the damn guerillas are.- The battalion has the use of trucks, he- 
licopters, whilst both sides use boats and canoes.— They have done con-— 
Siderable amount of resea rch. Henry Radice actually fought in the cam- 
paign, and the game has been tested by at least a dozen wargamers of 
repute on both sides of the atlantic. (Info by Bob Stuart). 


Srd MILLENNIA; (465 Woodland Hills, Philadelphia, Miss 39350, USA) (in- 
fos by Don Adcock, his wife Stefanie, and his sister Jini): The rest of 
Battleflag 27 was sent out in early Oct (I still didn't get my copy...), 
If somebody asks for back-issues: add the-—postage-fee;: they really need 
the money: $1.-— The game—prices are still $5.- (+91 postage), but may 
rise soon (Operation Market Garden; Graf Spee; Salerno; Empire I; PBI; 
Sh elon) = Indo~China-War-game: there have been some wrong in colour 
counters; Huropeans should get the right ones; US-subscribers wishing 
to get the right ones also: send postage (20¢; 40¢ with stiffener ).— 
Don is working on a "Star—Treck"—game.— After all, they don't loose 
their humour; they suggested Lou Zocchi to design a game named "The 
Battle for Third Millennia" : 

RAK AKA KH HK AEH K KK HH HAKKAR HK IIR KK IIE III KK I EO Ye 
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SET—UPS for Solo-players allow you to have a partner for the first mo- 
ve at least. These set-ups (do you send one also?) must not be perfect 
(but just good) ones, The one of this issue is just one I am fighting 
against in a PBii-game: 


STALINGRAD (by Garry Austin): E-41: 4-6-6, 4-6-6; I-36: 4-6-6, 4-6-6; 

L'gr; 4-6-4, 4-6-4; 0-27: 5-7-6, 4-6-6; R~18: 5-7-4; S-18: 7-10-4; 

S-19: 5-7-4, 5-7-4; 8-20: 5-7-4; U-20: 5-7-4; V-19: 5-7-4; W-19: 4-6-4; 
4 


6 
XLI6s 2-38-63 Y-16: 5-7-4; 2-16: 5-7-43 AA-15: 7-10°4;. BB-16: 5-7-4; 
CC-15: 4-6-4; DD-15: 4-6-4; EE-13: 2-3-6; GG-1l2: 4-6-4; JJ-12: 6 63 
Ii-138: 4-6-4, 4-6-4; HH-15; 4-6-4; JJ-15: 5-7-4. 5-7-4; LL~15; 5-7-4, 
o~—/—43 OO-133 2-3-6.- 
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VARIANTS is a regular column, connected with "Back-Issues" in which 
you will find sources and details about expanded and optional rules in 
CoSim-board-games; this column is written by Don Gray (UE). 


STRATEGY 1 (SPI): Moves 9; Rules revisions and modifications for scena-— 
rio ll ~ unit buildings; fleets; stacking; combat; etc. (stacking is 
especially interesting). 

HHH HH HHH HK KKK HK KEKE KH HH KKK IEK HEH KKK HHH KH EK IKE IEE HE EEE IK IE EE 
BACK ISSUES, regular also, tells you where to find articles and re-— 
views about the same game as mentioned in "Variants"; of course, this 
list often will not be complete. The titles marked with (*), I have 
found in George Phillies, The Guide to Wargaming Periodical Literature, 
ef p 423.4. (Collected by wins) 


Moves 3,22: Strategy I Errata (John Young) (available as Errata Sheet).- 
Moves 9,15: Whoa there, Stonewall: The Fog of War in Strategy I, Sce- 
nario 11 (Jerrold Thomas)(cf above, variants) (part of "Footnotes").-— 
Albion 42,45; About Strategy I (Hartley Patterson) (Letter; notes).- 
Panzerfaust 62,31: Strategy I Checklist (Harold Totten) (Movement Se- 
quence Chart)(for 1940 Scenario 18).- : 
Bellicus 17,10: PBM: House Rules, Strategy I (Will Haven); Strategy~I- 
games are played in "Bellicus" also.- 

Albion 37,38: Letter (Will Haven, Andrew Davidson) (*).~ 

D-Elim 2,12; 4,5: A Scenario for St I; Asian Conquest (Isby/Maffeo/Mi- 
schel) (variant) (* 

Jagdpanther 1,1: (Cole, Womble, Hoover, Ainsworth, Macness, Powek, Mar-— 
tinh, Trevelian) (*).— 

Moves 10,17: Strategy 14 (John E Meyer) (Footnotes; suggestions for a 
Strategy 2 game; some comments about Strategy 1).- 


Reviews in: "S&T Guide" 1,11.12 and 2,8.12 (Martin C, Campion); The 


K(ommandeur) 9/1,1 (Richard H Berg) 
Grid-Coordinates: Will follow, perhaps next issue. 


Comments: Historical nonsense in Se 5 (1100 AD): Switzerland was foun- 
ded in the end of the 18th century only; Swiss mercenaries (25b) had 
there great*much later; on the other side, people living in the area 
of later Switzerland (especially of the interior part of the country) 
partly made their living as warriors in the 12th e¢ also.— (*: time).- 
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LUDOGRAPHY: actually, the title should be "Paigniography" (cf Greek), 
or "Ludigraphy" (Latin/Greek), but by analogy to Bibliography etc we'll 
name it Ludography, an alphabetical list of CoSim-infos: games, zines, 
publishers etc.; in this issue — by lack of space — I only give you an 
example, how it will look like: 


ABERATION: Diplomacy—variant; cf p 12 

ABWEHR: Box 191, Rte 1, Strasburg, CO 80136, USA (Roy Matheson); zine; 
(News, reviews, history, CoSim—articles)(Mimeo, 10/y, 24pp) 
ABWEHR~PUBLICATIONS: (address=Abwehr); games (Syria 1941, $2.50; Ban- 
zai: planned) {ete., next issue 4-1] page) 

HKKHH HH KH KKK HEHEHE HEH HHH HHH K HHH HK HEHEHE KK HK HHH KI EE HAE HOEK EK KKK KE KEK HK HHH 
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WEHHMACHT: INF BAT (1) (by Leo Niehorster, BRD) 


This is the first part of a series of short articles dealing with in- 
fantry battalions of the German Wehrmacht. 


In 1938-39, there were in existence several versions of the Inf Bat: 


Regular (foot) Infantry Battalion: 3 rifle Cos (each with 9 1t MG, 2 
med MG, 8 lt mortars); 1 MG Co (with 8 hvy MG, 6 med mortars).- 

There were 11 motor vehicles, 177 horses, and 104 horse-drawn vehic-— 
les.- 

This battalion had 21 officers, 2 warrant officers (Beamte), 129 NCO's, 
and 668 men, for a total of 820.- 


Motorized Infantry Battalion (Type a): 2 rifle Cos (each with 9 1t MG, 
2 hvy wG, 3 1t mortars; truck borne); 1 motorcycle Co (with 9 1+ MG, 2 
hvy MG, 8 1t mortars); 1 MG Co (with 8 hwy MG, 6 med mortars; truck 
a l hvy Co (with. 3 PAK 3.7 cm, 2 IG 7.5 cm, Engr. Pit.; truck 
borne) .-- 


Motorized Infantry Battalion (Type b): 2 rifle Cos (each with 18 1t MG, 
4 hvy MG, 8 1t mortars; truck borne); 1 motorcycle Co (with 18 1t MG, 

4 hvy MG, 3 1+ mortars); 1 hvy Co (with 8 PAK 3.7 cm, 4 IG 7.5 em, 6 
med mortars; truck borne).— 


There were only two. motorized battalions per regiment.— 


Motorized Infantry Battalion (Armoured Division): 83 motoreycle Cos (ea. 
with 9 1t MG, 2 hvy MG, 3 1t mortars); I motorcycle MG Co (with 8 hvy 
MG, 6 med mortars); 1 hvy Co (with 3 PAK 3.7 cm, 2 IG 7.5 cm, Engr. 
Pit.; truck borne) .- 


? 


Motorcycle Infantry Battalion (Light Division): 3 motorcycle Sqdns (ea, 
with 18 1t MG, 2 hvy MG, 3 It mortars); I MG Sqdn (with 8 hvy MG, 6 med 
. mortars; truck borne); 1 PAK Plt (with. 3 PAK 3.7 em, 1 1t MG; truck 
borne); lk transport column (truck borne).- 


Dragoon* Infantry Battalion (type a): 3 rifle Sqdns (each with 18 1+ 
MG, 2 hvy MG, 3 1t mortars; truck borne); 1 MG Sqdn (with 8 hvy MG, 6 
med mortars, 3 PAK 3.7 cm; truck borne).- : 


Dragoon* Infantry Battalion (type b): 3 rifle Sqdns (each with 18 1+ 
MG, 4 hvy MG, 3 1t mortars; truck borne); 1 hvy Sqdn (with 4 IG 7.5 cm, 
6 med mortars, 3 PAK 3.7 cms; truck borne); 1 Engr. Pit. (truck borne).-— 


*); For clarity's sake, I refer to "Kavallerieschtitzen": as dragoons, 
although this is not quite the same... 


Mountain Infantry Battalion: 3 Mtn Cos (each with 9 1t MG, 2 hvy MG, 3 
it mortars); 1 hvy Mtn Co (with 2 IG 7.5 em, t med mortars); 1 HO Co 
ae 4 hvy MG, 1 Mtn Engr. Plt.); 1 HO Section (with a commo detach- 
ment) .— 


I have selected the Infantry Battalion as the subject for this series 
of articles, because the Infantry Battalion, and corresponding Armor, 
Artillery etc.,Battalion, was the basic maneuver unit. 
Each rifle company had three squads. I have used, and will continue to 
use the word "rifle" for "Schiitzen", and "infantry" for "“Infantrie"; 
in the sense of Platoon, the German word is "Zug"; "Squads" are known 
as "Gruppen". 


The next article will discuss the 1940 Infantry Battalions. If enough 
interest is generated, I will run through the entire organization, Bat- 
talion level, of the German Wehrmacht. 

(Sources/bibliography will follow on the end of the series). 
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THIS ISSUE: Because of some last minute decisions (and especially be- 
cause a lot of AH/SPI-news arrived the day before producing) (and be- 
cause it is Nov 8 now, the day of producing, some columns had to be 


omitted in this issue; I hope you understand. Mailing: 2nd Nov—week.— 
RRKEK KEKE KKK KK KEK KK KKH KE KKH EK HH HK KKK EKKO OO EO ICE IEK 
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1941 — A GERMAN VICTORY? (by Rian wan Meeteren, Holland) 


Aithough Avalon Hill's now discontinued game 1914 has been classified 
aS a strategic game, the strategic options open to the German player 
are quite restricted. Briefly summarized these options are: 


1) The strong right wing (the Schlieffen-—Plan) which also may include 
an invasion through Holland. 

2) The weakened right wing (the Moltke-—Plan, as historically employed) 
in which more strength is diverted to the East and the South. 

3) An even further weakened right wing, but together with a major push 
through the Ardennes. 

4) An Eastern Offensive, with a limited offensive in the South. 

5) a Southern Offensive (inverted Schlieffen-—Plan). 


Because a good strategic plan must catch the Allies off balance, the 
drawbacks of the above-mentioned possibilities are easily visible. The 
plans 1, 2 and 3 are hampered by the fact that this is exactly what an 
able French player will expect, and you'll find about 10 A-corpses 
plus the BEF in a stiff line behind the Dyle; besides, the German at- 
tacking force will probably be weakend by demands from the Eastern 
Front which units cannot be spared from the Southern Front. Plan 3 has 
a second disadvantage: the movement in the Ardennes is slowed down too 
much. 

Attacking the Russians (plan 4) could work: but, mounting a large—sca~ 
le offensive in the West is difficult, because your units return at a 
rate of one corps per turn, and — if commited — it is easy for the Al- 
Tied player to react to the new situation. 

Plan 5, the Attack in the South, would be a beautiful method of catch— 
ing the Allies off balance, if not for two things: the rough terrain 
in the déep south makes it impossible to foree the defenders back, or 
to attrition them succesfully, and secondly: there are no point—yeald- 
ing squares in the south. 

So, there's no sure~shot way to victory for the Germans; on the contra-— 
ry, a mishandled attack through Belgium could even spell their defeat. 


The conelusion of the preceding must be that the German player should 
carefully analyze the Point-—system, and that he should develop a stra-— 
tegy which gets the best of it. 


The "1914"—Point—system: In "1914" points can be gained in four ways: 
1) In holding certain cities and strategic squares at the end of the 
game. 

2) Penalties for invading neutral countries (benefit to the Allies on~ 


ly). 

3) Defeatimg the Russians on the Eastern Front (benefit to the Germans 
only). 

4) Attrition. 


To 1) and 2): if we take these two points together, we can divide the 
map in several strategic regions. The value of these regions to the 
German and to the Allied player is given in Table I: 


REGION VALUE: ALLIES VALUE: GERMANS INVADED: ALLIED PTS. 
Belgium 20 50 Belgium 30 
Lille territory 8 20 Holland 50 
Channel Ports 15 30 Luxemburg 5 
German/French Border 12 30 

French interior Cities 11 25 

Metz 40 20 


Strassburg 20 10 
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In the beginning of the game, the balance is in favour of the Allies: 
30:56, so the Germans are forced to attack in order to win. Belgium 
seems the most profitable territory to the Germans, swinging the ba- 
lance dramatically in their favour: 80:66 (of course only if the whole 
of Belgium is occupied). Added to this is a threat towards Lille and 
the Channel Ports. 

The only problem, as mentioned before, is the fact that most Allied 
players are no fools, and the German therefor is met around Brussels 
by a large part of the Allied army. The capture of Liége and Namur on- 
ly, is in favour of the Allies: 50:88. 


The other region open to direct attack are the German/French border 
Squares. Generally spoken, these will be captured by the Germans nor-— 
mally and can be hold also by a limited force, if Belgium is not inva-— 
ded.— Because the Germans normally don't get any further, you might as 
well forget about the other territories. 


The Eastern Front: So, the solution might be hidden in the East. Table 
If gives the chances in % on a specific result, if the specified 
amount of units is alloted to the East. Added in the last column is 
the probability of an extra delay for the East Front Resolution. 


UNIT VALUE CHANCE ON : DELAY 
(Bast) = SIP 1 Sito SIT 3 Sit 4 Sip §  sit.6.< Bronce. 
25 = 30 ats6h 50 B22 2% - - - 50 % 
45 — 50 20,8% 50 % . 29,2% - - ~ 33,3% 
Th. 80 12,5%  45,9%  33,3% 8, 3% = < 33 ,3% 
Ti@ =. 115 = 29;,07o 2. 48.9% 28.38% - 10. % - 16, 7% 
175 = 19d = 4,2%  87,5%  29,2%  29,2% - 33 , 3% 
245 — 250 = es 27,7%.. 30,8% 27,7% 5, 6% 50: % 
325 — 330 = Be 18,3% 48,4% 26,6% 16,7% 16, 7% 


This table is quite interesting: for instance, if you make a "sweep" 
through Belgium, it's better to send 25 factors to the East than 45, 
because the chance on Sit 1 diminishes only slightly (+ 10%), and you 
have a far better chance of a resolution delay. Besides, you save two 
"A"—corpses from the start.-- In fact, this table gives you only the 
choice between the two extremes, because anything in the middle de-— 
pends too much on chance to be acceptable for a sound strategie plan. 


With the strong right wing (holding in the East) has been dealt above. 
But now, how many units are to be sent to the East for a German win 
against the Russians? 

175-180 gives you a 41,7% chance on an unfavourable result (Sit 2 and 
3, with loss of units or no return respectively). On the other hand, 
825-330 leaves your southern line very thin (ca. the equivalent of 8 
"A" corpses). 

So, although the chance on delay is much bigger and im one out of four 
games you still can get Sit 3, the best disposition is to send 245~250 
points to the East. 


Attrition: First, the Germans just cannot win by attrition alone. 
There are two reasons for this: As pointed out by Alan Augenbraun (in 
"The General" VII/6, p 4), the Germans haven't got a big enough superi- 
ority in attacking strength over the Allied defending strength, if the 
reinforcements are taken into consideration. Also, the Germans haven't 
got a big majority in steps either. 

The second reason for the above statement, is the factthat, if the 
units of one side are weakened to the extend of destruction, mostly 
the other side isn't much better off, and because even attrition af- 
fects both sides to the same amount, the Germans should be very care- 
ful to employ these means. 


The one fact that enables the Germans to attack, is hidden in the CRT, 
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An unit with less than 10 DFs is very vulnerable to a 2:l-attack (83% 
of success), and French "A"-corpses one step down are already in this 
vulnerable position, while German "A"-corpses one step down are not. 
This enables the German player to attack and hold even with a slight 
minority. 

Attrition against the Belgian army is something quite different: they 
are worth twice the amount of points; secondly they're disorganised in 
the beginning (devoiding so of Allied help during the first 2 turns of 
invasion). Also they have a wery limited source of supply: destruction 
of all fortresses and capture of Brussels puts the complete Belgian ar- 
my in the box after 6 turns, giving the Germans 36 points + 10 points 
for completely destroying the Belgian army: a whopping total of 46 
points. 

Attrition against the BEF (also a double-point value) will be impossi~. 
ble'in general, because these units usually are used in a counterat-— 
tacking role so that they're quite invulnerable. 


Conclusions: Now, if you're still an adherent of the "strong-right— 
wing", I suggest you stop reading here; for the others I will follow 
up with the conclusions from the above considerations — and from the 
fact that my strong right wing was stopped cold on the Dyle more than 
once. 
To get the points needed for a tactical victory, as a minimum one needs 
the points from Belgium as well as from the East Front. This can be ac- 
complished in the following way: 


4A) Send 245 factors to the East and keep as much 7-~12-3's in the West 
as possible; keep also as much of cavalry as possible: you need them 
for surroundings. 

B) Build an unbroken line from the Luxembourg border to the Rhine Fort- 
resses with approximately 6-8 units in reserve (divisions will do in 
rough terrain); mount a limited attack against the Economic squares on 
the border. 

C) Keep a threat in the North (army "in being"): this will bind a lot 
of Allied units on the French/Belgian—border. 

D) As soon as the result of the East Front Resolution is known and you 
have gained 50 points or more, invade Holland. Of course, you'll loose 
50 points, but the Dutch army is worth 9 points, and Belgium is comple— 
tely outflanked. There's nothing the Allies can do about this. The 
units returning from the East are sent to the southern front to relieve 
the line, and the relieved units are sent north, building up in the sa-— 
me time. With these units you create a double threat against Belgium 
(against Liége, Namur and against Antwerpen, Brussels). 

E) If the Allied player is foolish enough to strip his northern front, 
you can attack as soon as enough units have returned; if not, you hang 
around till turn 28--30 and invade Belgium then: capturing Brussels as 
quick as possible, at the same time reducing Antwerpen, Liége, later 
Namur; too little time for the Allies to push you back. 

F) Never invade Luxemburg: it gives you a secure fortified northern 
flank of your southern front; besides, you loose 5 points, gaining no- 
thing. 

G) If you have the bad luck to roll Sit 3: don't invade Holland, but 
try to seize and hold the economic border squares. If possible keep a 
threat in the north: if he strips his frontier, your 28th-turn—"NR"— 
corpses can give just the momentum to an invasion of Belgium, needed 

to grab your objectives. 

a Remember: keep the attrition-rate low, it favours the Allies more. 

I) I'd just like to add a tactical note: whatever strategy you play, 

it is advisable not to invade from the mobilisation squares, but to mo- 
ve your units on the border squares first. This will sometimes give 

you the possibility of surrounding - and eliminating ~ units. 


The 75% of East Front suecess, combined with the occupation of Belgium, 


EUROPA 3, page 27 HARTI AMMANN: "SEASTRIKE" 
BRR EAAEAK LEK AIA KEKE AIHA IK KIA IAA IIASA AAI IK IK IN A AHI ILIA HIE HE ese 
and the destruction of the Belgian and Dutch army, plus the border 
Squares amount to 265-315 German points; there are 114 points remaining 
to the Allies. So in my opinion, the Germans win a tactical victory 8 
out of 4 games, with a chance on decisive only slight. If you still 
disagree, I'm sorry, I'm not going to PBM "1914", but if you're in the 
neighbourhood, drop by and I'll show you... All eritics and remarks 

are welcome. 
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SEASTRIKE — A 'DIFFERENT' GAME (by Harti Ammann, Switzerland) 


In this article I would like to review a game which for most wargamers 
in Europe will be a ‘different! one, First, there is to say that this 
is a miniature game, but - board—gamers don't turn the page yet — it 
doesn't have those complex rules for gunfire such as are encountered 
in other miniature wargames, Another advantage is that it can be play— 
ed in a relatively small place. A large-sized table will be sufficient 
(or a corner of your livingroom). There is one drawback however, and 
that is the game, like all miniature games, can't be PBM. A serious 
drawback in continental Hurope where players live so far apart. 


Game material: The WRG—game (Wargames Research Group) comes in a big 
yellow cardboard envelope marked "Top secret". It was very well wrapped 
up when it arrived, and though the envelope was a bit crumpled, the 
contents were in good condition. Not really something that goes with— 
out saying with all companies, 

Game components are of very high standard and one cannot fail to noti- 
ee that WRG put in.a lot of thought and energy to make the game look 
good too. Everything needed to play the game is included, Ship coun— 
ters and islands are well cut. Rules are in booklet form and include 
besides just the rules various items to help you with the game and to - 
have more fun with it. 

One thing I would like to criticize though: the ship counters are co~ 
wered with a plastic foil so that it is possible to write on them with 
chinagraph. This plastic foil however overlaps the sides of the coun- 
ters so that Ceca. when the counter is lifted up) it will tear of easi- 
ly. Unless handled with care I don't give these counters too long a 
life. 


The game: The rules provide for an introductory game for beginners so 
that they may become easily acquainted with manoeuvering and firing. 
Both sides have the same ships, and the winner is the one to eliminate 
the other first. 

The advaneed game is a hypothetical naval engagement between two coun— 
tries, in a minor theatre of operations, After the islands are laid 
out, each player draws one of the 18 objective cards, which shows the 
winning conditions and the credit he has to buy his ships. It adés much 
to the suspense of the game that neither of the players knows what the 
objective of his opponent is, One of the good ideas of this game is 
that one has to chose from the ships available (total worth ca. yi 400 
mio) the force with which one is going to obtain the objective. The 
eredit can be anywhere between LZ 40 mio and 165 mio. Ships are of 
different types (cruiser, destroyer, frigate etc). There are also air— 
eraft, land-based SAM sites, and dummy counters for subs available. 
The best policy Heres. J. + ound. as. ho buy a force with a little bit of 
everything. A fleet of missile carrying ships only is almost useless 
against subs, for example, 

Firing is simple; hits are resolved by turning over cards. Different 
weapons have different effects, Missiles, for example, are much more 
powerfull than guns. 

Movement is done in turns. First one player moves his ships, then the 
other. After both sides have moved, players take turns firing, always 
firing all the weapons of one ship at a time. The game ends when one 
of the players has attained his objective. 


3 
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Here are ome or two things i didn't like about this game. First, strike 
aireraft are much too strong. As consequence, players tend to buy too 
much airplanes and try to decide the game with these, making it a ra- 
ther dull game of ‘Airstrike', To remedy this one should use intercep— 
tors over the whole area and also be allowed to use guns in AA role, 
Another good idea would have been to make a list of all the objectives 
in the rules booklet, just so that one would be able to see what the 
other guy could be doing. 

I would like to add «= note here for board-gamers. Combat in this game 
depends much more on luck than in a board-game. There is no such thing 
as 8~1 odds; one ship might very well attack three other ships and sink 
all of them without getting hurt. This means the emphasis is on manoeu-— 
vre more than on combat. One should also note that not every game will 
be balanced. This depends on the combination of objectives (most combi- 
nations are balanced) and how forces are chosen (ef. above, missile 
ships ws subs). Care shculd be taken not to choose to small a terrain, 
otherwise ships run into each other and have combat too easily. These 
are minor fauits however, and in the latter case a matter of taste, 


What I like about the game is that in spite of simple rules it isn/t 
unrealistic, and when forces are balanced a good game. The rules inclu- 
de quite an amount of optionals, so one can complicate the game as much 
as ome wants. There are also hints on how to design new ships with 
which one might even refight actual battles (Middle East etc). 


In summary I'd say this is a good game which is well worth it's money. 
I would especially recommend it to board—gamers who either want to 
know what naval-miniatures are about, or who would like to have a mi- 
niature game without naving to spend a lot of money on a big model 
fleet. (cf p 38,-p 45) 

"Seastrike" is available from Wargames Research Group, 75 Ardingly Dr, 
Goring—by--Sea, Sussex, UX: postpaid: UK L 4.50¥ Continent Z~ 5.15, US- 
surface 3 11,50 (besides: they also published "Decline and Fall": post- 
paid UK & 3.60, Continent 7 4.25, USA-surface ¥ 9.50). *= 2 4.50 


(NB.: Skytrex is going to produce a series of 1/3000 scale models of 
ship types used in Seastrike,. Right now models are in the course of 
production, but not yet ready for release.) 
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sTRATEGY (Ariel /Philmar) (by Harti Ammann, Switzerland) 


Material: The game comes in a big box with beautiful photographs of 
warships on the lid, The inside is rather a disappointment. It contains 
the gameboard which consists mostly of ocean with a few small islands. 
At the top of the board are a few playing aids, showing range, length, 
hit absorption ete of the different (three) ship types. They aren't of 
much help however, since looking up the same things in the rules takes 
just about the same time. Included in the game are also 14 ships (plas— 
tic) of different sizes and colours, plus some red plastic pins which 
are used to mark the hits. Nothing really outstanding and, as said abo- 
ve, a disappointment after seeing the box—top. 


The game is very easy to learn. The rules comprise only 15 (short) 
points. Some of these points, however, are rather unelear (and my Eng— 
lish can't be that bad). I+ is possible to guess what the rules should 
mean, but it is annoying, and I think it should have been possible to 
formulate them more cleariy. 

The two players each have a fleet of one troopship, two cruisers and 
four destroyers. The object of the game is to get the troopship from 
one side of the board to the other first. In case both ships are sunk, 
the game results in a draw. : 
The board is divided intc squares, and the ships can move in eight di- 
rections (i.e. through the sides and diagonally). Cruisers are the fas~ 
test ships, followed by destroyers and troopships. Turning is limited 
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to 45 degrees once per mowe. The game is played in alternate turns. 
Hach player on his turn may move only two of his ships. After that co- 
mes his firing phase. Firing is very simple, all ships of the firing 
player may fire at all ships that are within range — and every shot 
hits. That means that a ship could fire at three other ships and hit 
them all, Only intermediate land covers a ship, but firing over ships 
is permitted. 

The idea of the game is to keep your ships together, so that they co- 
wer each other with their fire, Isolated ships usually end up very fast 
at the bottom of the sea. Obviously, it is necessary to form a protec-— 
tive belt around the troopship, because once it is sunk, one can only 
hope for a draw. When playing the, game I usually never moved my troop— 
ship until the end of the game, since only two ships may be moved per 
turn, and every time the troopship is moved, a move by a cruiser or de— 
stroyer is lost. Also troopships are very slow and can't keep up with 
the combat ships. 


Summary: This game isn't a wargame, although it is about warships. The- 
re is no need for any special naval tactics as are used in real life. 
This is to a great part due to the totally unrealistic firing procedu- 
re, Since positioning of ships or number of targets doesn't hamper a 
ships firepower in any way. On the other hand, as a game it isn't too 
bad, though nothing special. I should say, it is more something for 
kids, 

(The game is published by Philmar Ltd, 47-53 Dace Rd, London E38 2NG,UK; 
it should be available for ca. “v 2.85 + postage). 
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THE AFRICAN CAMPAIGN (Jedko Games)(by Leo Niehorster, Germany) 


The map covers the North African coast from Alexandria to Misurata, in 
two 59x28 em sections. The map is well drawn, and well mounted. The 
counters are better than SPI or AH ones (they are the same quality wi- 
se, but are about 50% thicker; as I have big fingers, this makes them 
better for me,..). The rules (64 pages) are well laid out and compre— 
hensiwe, Professional printing all around. 
The game covers the period from Dee 1940 (before Rommel's arrival!) to 
Dec 1942 (Allied landing in Tumisia). A rather interesting Combat Re- 
sult Table, coupled with a Step Reduction System (for a change. made 
viable by viable by the limited number of counters in play at one ti- 
me), as well as a wery good replacement/supply system. It is actually 
ossible to push back a defender at 1:6, and lose two steps at 8:1. 
lisence divisions, both German and Allied, have from four toxthree 
steps, with the stronger ones being capable of breaking down into its 
component units, i.e.: the Br 7 Arm Div breaks down into 4 Arm Bde, 7 
Amd Bde, 4 Inf Rgt, 7 Recon Bn; the steps of this Div would be: 7-6/ 
4—6/2~6/1-5). 
Sea movement is possible into and out of all four ports, using tables 
for Tobruk and Bengasi. In the games played, the Germans arrive just 
in time to halt the British, the Italians having maybe two or three ve- 
ry weak units left. Very useable Airpower rules. The optional rules 
are very usefull, and include: fuel for the Axis, strategic mowement, 
air power, and minefields (very well done; they are treated as a regu 
lar unit, without movement or a ZOC, of course; one has to attack them 
-to destroy them, and even then there is a chance to fail). 
A very fast moving game. Rules are simple and easy to remember. I re~ 
member having been frustrated with AH's AK (Afrika Korps), because of 
certain limitations, omissions, and the risks. JEDKO has taken the old 
AH AK and revamped it. This is the way the AK should have been. I+ is 
a pity that the glut of N-African games will undoubtably screen this 
otherwise fine game.— Especially recommended for beginners and interme- 
diates, who like easy, fast and quite realistic games; better than AK, 
just as easy to learn as AK; same level as NAW. Well worth the money, 
if you can afford it, and like this type of game. (Available: SPI-UK, 


yi 4.99 + postage, i.e. total ~ 6.34 = ca DM 40.-, ¥ 15.40)(cf p 34:910!) 
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WA IN THE EAST — SPIs 'FLAGSHIP' (by Christian Lindner, Sweden) 
The map (142x110cem) is coming in four parts and covers the area from 


Murmansk in the nerth to the Black Sea in the south, and from Poland 

in the west to the Urals in the East. 

There are 2000 units printed in ten colours. Not surprising that the 
units have been standardized in consonance with SPIs policy: the more 
abstract the better. For example, all the German Panzerdivisions have 
the same combat strength; the changing combat strengths of the German 
and Russian Divisions (which changed rather much during the war) have 
been "factored in" with different CRTs for each year. 

There are four scenarios: Barbarossa, Stalingrad, Kursk, Destruction of 
Army Group Center, and a Campaign Game. The scenarios last 18-30 game-— 
turns, the campaign game 208 (!) game turns. Each game—turn represents 
a week. 

In the Campaign game the Russian player determines himself what type of 
army he wants. The Russian units are produced at training camps; you 
need three factors to produce an unit: armament. points, ‘personal points 
and time, 


The Russian game—opening: The Russian border—defense is decisive in 


"War in the Hast", The main principle is to give up soil against time. 
If the Russian player concentrates his army at. the border, he will lo-— 
se. On the other hand, if he defends the border to weakly, the German 
Panzerdivisions will breakthrough very fast and surround the Russian 
troop—concentrations. You therefore must defend the border strong 
enough, in order to give your main armies time to retreat eastwards. 

I suggest: in every other borderhex (to Germany) units with a combined 
combat strength of 8 should be placed, i.e. one armoured Brigade (2-5) 
and one Inf Div (1-4) = or one mech Brigade (3-5). This set-up prevents 
overrun—attacks. Of course, this will mean that a large part of the 
Russian armour will get destroyed, 

However, this is preferable to having high casualities of Inf Divisions. 
which in 1941 are very valuable for the Russian player; furthermore, 
the production costs for Inf Divisions are very high in terms of perso-— 
nal points (20 personal points = ten Inf Divisions with a combined com— 
bat strength of ten = twenty Mech Brigades, CS 60). It is true that 

the cost for producing mechanized or armoured brigades in terms of ar- 
Mament points are high in comparison with the costs for Inf Divisions, 
but the problem is that often you are running short of personal, and 
not of armament points, So you have to spend the personal points very 
carefully. 

The main part of the border armies should be used, in conjunction with 
the reserves, to build a strong defense line.in the interior of Russia, 
while minor forces are delaying the German advance. 

A ten—hexes wide fortification line should be built 6-8 hexes from Mos— 
tow. Leningrad is extremely hard to retake, if the Germans succeed to 
occupy mt. Therefore, at least 40. Inf Div shall form three defensive 
lines behind the river Luga. In the Ukraine you should form a defense 
line along the Dnjepr; this area should be evacuated when the Germans 
break this line and are threatening the Krim. However, Sevastopol, sup-— 
plied from the sea, should be defended. 

In most games, the German army is strained in December. Then you either 
Should strike hard ~ or not counterattack at all; a limited attack is 
often not worth the costs. 


In my opinion "War in the East" is an excellent game. 

However, it has two major drawbacks: the war in the Caucasus has been 
excluded, and also the eastern part of Germany, so that you cann't re- 
create the offensive against "Pestung Europa", also p35) 


(Simulations Publications Inc, 44 E 23rd St, NY, NY LOO1O) USA: Fs 20. 
plus postage; SPI-UK, Altrincham, Cheshire WAI15 6BR, UK; Z 9.99 + 35: 


= ff 11.34)(9 22 = ca SFr 66.—, 11.34 = ca SFr 80..). 
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RIFLE-MUSKET (SDC) (by Martin Menzel, Germany ) 


"Conflict" No. 7 contained a civil-—war special and, of course, that's 
why the game is on the civil-war too. It has three scenarios (1: Battle 
for Little Round Top, Gettysburg 1863; 2:. Battle for New Berne, North 
Carolina 1862; 3: Battle of Monocaey 1864). 

T haven't played the second scenario enough to really know, and the 
first scenario enough to really know, and the first scenario is rather 
short, simple and limited, so I'm going to review the third scenario 
which involves the largest number of troops (Confederate: 21 counters, 
Union Forces: 17 counters). 

The Confederate player is attacking in this scenario. His objective is 
4o eliminate at least six Union regiments and move at least six of his 
own regiments on a certain road off the map. The Union players objecti-~ 
ve is, to eliminate at least six of the Confederate regiments and have 
at least one intact regiment in a certain town. 

The (geomorphic) map is the same for all three: scenarios, the two 

parts are just put together differently. The roads and towns are numbe- 
red. There is a nostalgic component in the game: the map is — like in 
the "old" days of CoSim—playing -— divided up into squares: that speeds 
the whole game up a bit, but it euts down on the attacking strength 

you can use on an enemy occupied field. (NB. Each part of the map mea- 
sures only 35x25cm — so no problem where to play the game; wih.). 


The Union player is in a worse situation than the Confederate player 
throughout all three scenarios. The Confederate regiments have a much 
larger firepower than the Union regiments. That is a large handicap 
which can't be balanced in any way by the Union player. He isn't capa 
ble of faster movements, they both have the same number of MPs. He 
would have to use a superior strategy — but with two equal partners, 
you could always predict that the Confederate player is going to win. 


The game itself isn't very difficult or complex. The players have to 
keep their troops together, in order to get halfway decent combat odds: 
the defensive factors are immense, and with only four regiments on one 
“stack, you can produce a power which is almost impossible to harm. 

The units aren't very fast, so you can't move around too much during 
the given turns; the objectives fill out the time completely. 

I haven't had the time to change the rules and the odds, in order to. 
make the game more playable. and real, but something like that would 
have to be done, before the game would be really enjoyable. 


I would classify the game as a low average one and wouldn't consider 
it to be anything special. 


(Conflict: Simulation Design Corporation, PO Box 19096, San Diego, Cal 
92119, USA: 1/93, year: 910 + postage). 


((wlh.: Maybe it shculd be mentioned also that the rules include items 
like Panzerblitz-like line-of-sight/fire, hostile and dcuble-hostile 
squares, facing-restrictions, partial and full enfilades, final rush, 
earthworks—possibilities, command units influencing the MFs — and that 
most of these rules are well explained, though I had some problems 

with the enfilade—example. Then, I would have liked to find something 
like a summarizing checklist for all the math-—exercices which have to 
be done to get the final ccombat-—result: at least these additions and 
substractions are strongly suggestive of miniature-rules. But, I can 
imagine that,if you get the knack of all the special techniques of 

this game, there might be some hidden treasures. We'll see, I hope,- 
And if you should own the game, don't miss to read the "Playtester 
Comments" — where else do you find such candour? I quote: "Historically 
this simulation is quite realistic ... some interesting rules -and ex- 
cellent concepts. However, we feel it lacks good playbility, and we en- 
courage you ... to write us giving your ideas and comments ...". So do 
wee 
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OPERATION OLYMPIC (SPI) (by Bob. Morstein~Marx, Germany /USA) 


"Operation Vlympic", included in S&T 45, is another attempt to create 

a truly playable solitaire conflict simulation. In this light, I belie— 
ve, it has suceeeded. 

It is a simulation on regiment/brigade level of the planned invasion of 
Japan's southernmost home isiand, Kyushu, in November 1945, "Olympic! 
was planned to secure a jumping—off point for Operation 'Coronet', the 
invasion of the main Japanese home island, Honshu, which was to follow 
four months later. These two invasions together were expected to cost 
over a million American and up to ten million Japanese lives. The in~ 
vasions, of course, never became necessary due to the Japanese surren— 
der following the nuelear devastation of Hiroshima and Nagasaki. 


Of course, the most important thing about "Operation Olympic" is that 
it introduces a workable solitsire game system. Basically, the 'player' 
freely moves and engages in combat with American his Marine and Army 
units, then moves the Japanese units according to the surprisingly sin- 
ple and clear Japanese Movement Doctrine, engaging in combat in accor~ 
dance to the special Japanese combat rules. 

In a nutshell, the Japanese Movement Doctrine forces the Japanese units 
to move along the quickest path toward the nearest possible American 
zone of control which is unoccupied by Japanese units. If all American 
Z0Cs are oceupied, then they proceed to the nearest ‘secondary! ZOC, 
i.e., hex adjacent to an American ZOC. As far as combat is concerned, 
Japanese forces may not combine in attack, but they may attack indivi-— 
dual units in a stack, and they must make as many attacks as are physi- 
cally possible. These rules make the American pay for every hexagon 
gained in time and casualities, although, naturally, the Japanese los- 
Ses are appallingly high. 

It is also a playable two-player game. Of course, the Americans have a 
much tougher time against a 'thinking' Japanese commander than against 
& programmed computer. In the two-player game the American player has 
at his disposal twelve Air Interdiction markers which slow enemy move— 
ment in their hexes, while the Japanese are released from all the spe-— 
cial solitaire movement and combat rules. 


Another novelty in the game is American Casualty Points, which are vic— 
tory points for the Japanese player. Every casualty point represents 
100 'actual' American casualties, which are lest in each combat accor— 
ding the CRT. An American Casualty track takes care of the accumulated 
casualties in a method similar to the "France 1940" Victory Point 
track. Although this adds a certain amount of "dirt! to the game, it 

is essential, as American casualties were the only Japanese objective, 
If the cost in American lives was high enough, the Japanese believed 
that the United States would be forced to relax their demand for an un— 
conditional surrender. In the game, 70 000+ casualties can lose the ga-- 
me for the American. 

Other special rules: "locking! ZOCs for movement purposes although at-- 
tacking is still voluntary; no Japanese Stacking; Japanese ‘suicide! 
attacks; Japanese militias; special 'tokko' (suicide) air and sea at— 
tacks on American units attempting amphibious assaults; Japanese reser— 
ve which cannot be released until ealled for by the Japanese Doctrine 
Chart; American replacements; American floating reserve; and American 
air interdiction (two-player game only). 

The Victory Comdition is only to have more Victory Points than the 'en— 
emy'. The Americans earn Victory Points by the capture of strategic ob-— 
jectives and by clearing southern Kyushu of enemy units, while Japanese 
Victory Points are calculated solely on the basis of how many American 
casualties were inflicted. The American forces are naturally ‘favored! 
in the Solitaire game, although I have managed to lose, while the two- 
player game is more difficult for the Yanks. 


"Operation Olympic" opens with American amphibious landings on any two 
or more beaches along the coast of Kyushu. Two of the beaches are in 
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the north, while the rest of the eight are spread along the southern 
coast. The American choice of invasion areas is, of course, very influ- 
ential as to the course of the game. Invasions in close proximity to 
one another can be quickly linked for a coneentrated drive inland, but 
it is much easier for the Japanese to contain them than otherwise. In— 
vasions against beaches well apart from each other forces a wider front 
which will usually hurt the Japanese more than the Americans, since it 
will spread out their lines very thin. 

After securing the beachheads, the American must expand outward to pro- 
vide retreat routes for his men and to stretch the thin Japanese line 
further, Usually the American advance is slow at first as the Japanese 
are tripled in the rough terrain, but as Japanese losses get higher 

and the front gets wider, that thin line breaks, The trick is, of cour-— 
se, to exploit it. By the tenth turn, the end of the game, most of the 
American objectives should have been achieved. The problem is, of cour- 
se, American casualties. The American can lose the game even if he has 
taken his strategic objectives, if his losses are excessive, 


In conclusion, I must say that "Operation Olympic" is a thoroughly en~ 
jJoyable, entertaining, and Simple game, although in the solitaire game 
the luck element is high. Its solitaire rules are a masterpiece, since 
they most certainly work, even to the point of being realistic. 


(S&T 45, including the game, is published by SPI, cf page 30; the game 
now costs $ 8.~ + postage, SPI-~UK % 3.99 + postage; it also should be 
available by The Wonderful World of Games, 314 Marshall Avenue, Laurel, 
Maryland 20810, USA for $ 6.95 only!) (cf "Europa" 2, prices!) 
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THE VIEW FROM ISLA VISTA (by Jack Greene shee GS) 


"Europa" has been kind enough to offer a column to me within these. pa— 
ges; I have accepted and hope to report regularly on new games, com— 
ments and short reviews on them, and just general notes on wargaming 
or whatever. 


I think that the main point I would like to make this issue is just a 
little information about myself, so you can realize my strengths and 
weaknesses. I live in Isla Vista California which is attempting to be- 
come an alternative or counter—culture community. It is located near 
the University of California at Santa Barbara and is 45% student. The 
average age of the community would be around 24 years of age, I am 25. 
Isla Vista is where the Bank of America was burned. down in the early 
7O's during the student riots. 

Nestled between the shore and 5000 foot mountains the area is both warm 
and beautiful. Orange and lemon groves are broken up by subdivisions 
and hills. The only drawback to this quiet are is that the channel pro- 
duces natural oil seepage which plaees tar on the beach all time. 


As to myself, I am a graduate in History from Whitman College in Walla 
Walla, Washington. My ‘honest! employment has included such odd jobs 
as Pizza cook to Walkathon Co-ordinator for a nationvide charity (at 
the local level). I am currently the Simulations Director for SDC, pu- 
blishers of "Conflict"-magazine. I just recently moved here from San 
Diego. I live at a colleetive with 17 other men and women. The collec- 
tive also includes several wargamers! 'Das Institut! as it is called 
Serves various functions, its main two being to help the community of 
Isla Vista and to be a bulwark of Women's Rights. I currently am a mem— 
ber of the Isla Vista Police Commission and am currently completing a 
workable program on Rape . and how the community can help in dealing 
with this problem. 


And my wargaming tastes? You will hear quite a lot about the smaller 
and less well known companies. Some of them do excellent work and their 
approach is a change from SPI or Avalon: Hill. I will report on both SPI 
and Avalon Hill, but most likely not as in depth. To give you an idea 
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of the titles I am currently playing, they are: Panzer Armee Afrika 
(SPI), Wooden Ships and Iron Men (Battleline), Napoléon, 1812 (both 
Gamma Two), Kasserine Pass (Conflict), 1776 (AH), USN (SPI, Invasion: 
Sicily (Rand), and World War II (SPI). I like fun and enjoyable games 
by and large with flavor and class thrown in. I also like ones that do 
not require you to become a computer. 


Well,there really does not seem.to be too much else to say except that 
I hope you will give me comments and tell me what you want to know 
about, wish to question, whatever. Next issue I hope to discuss a litt-- 
le bit concerning the high prices for European CoSim-players that US 
magazines and games go for. 


(Scattered in several letters, Jack Greene did send me some informa— 
tions and opinions which I shall not deny to you: cf below). 
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OPINIONS & INFOS (out of letters by Jack Greene, USA; Don Gray, UK) 


Jack Greene: SDC (Simulations Design Corporation, PO Box 19096, San 
Diego, CA 92119, USA) now sells ALL Gamma Two games: Quebec, 1759, Na— 
poléon ~ the Campaign of Waterloo, and 1812 for S 10; The Russian Cam— 
paign and The African Campaign for 9 9; and all of Conflict Game Compa- 
ny's stuff, Bar+Lev, Overlord, Kasserine Pass and Verdun for @ 9. In- 
clude ca. for postage for each game. I think the Huropeans would save 
money by buying from us on these games. They would be sent surface 
mail. 

Napoléon is the best of Gamma Two's games, being strategic with tacti- 
cal battles fought off the board. But it is hard for the French to win. 
Rules are in French too! 1812 is the most balanced of the lot.~ Of the 
two Australian made (i.e. Gamma Two) games [I would say that Phe Rus- 
sian Campaign game is the best, though you should play it with their 
suggested automatic victory rule, It is like AH's Stalingrad as fas as 
being enjoyable to play. Of Conflict's games, i would say that Kasse— 
rine Pass is the most playable, Overlord is good but a bit long, Bar— 
Lev is for the fanatic and has many different possibilities. Conflict 
makes games that are fun to play (NB: Conflict Game Company is not the 
same a8 Conflict-magazine which is published by SDC; wih.). 


Jack Greene: Let me make some comments about Rand Game Associates, Box 
1776, Liberty Corner, New Jersey, USA 07938. They sell games by ‘sub— 
scription, that is, it is a sort of game-~of—the—month system. To date 
they have put out Lee vs Meade (the battle of Gettysburg), Saratoga 
1777, and Invasion: Sicily. All three games are different and innova-— 


in their series that is done) and oversized picees. I+ is fun, playable 
and shows a good a mount of historical research. One can play it a 
couple of times in an afternoon. 

One can choose which of three CRT's he wishes to use from a bloody one 
to a light casualties table. Airpower, paratroepers, more invasions, 
Seapower, road bonus, and well thought out terrain features make an in~ 
teresting gamnie. 

Let me mention some more about Wooden Ships and Iron Men by Battleline 
(ef ad in "Conflict" 7). It is a great game. Where I live we have been 
playing it constantly. Includes single ship scenarios (that work much 
much better than in Frigate, though Frigate is a good historical simu-— 
lation too) as well as Trafalgar, the Nile, and Lissa (ist battle of). 
One has the actual vessels involved (a Victory counter, a L'Orient 
counter etc.), It really captures the Errol Flynn — Captain Hornblower 
feeling. The mechanics are well researched, it is very playable, the 
simultaneous movement is one of the best working systems that I've 
seen. All in all an excellent buy. One can grapple, fire grape, double— 
shot, ball, chainshot, repair masts, shoot down the rigging, it is 
great (wlh: actually, I don't know, whether SDC sells this game too; 

if not: Battleline Publications, PO Box 1064, Douglasville, GA 30184, 
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USA; US—post paid: 98; Europe: $3.50 postage, i.e. $12.50 total). 
Jack Greene; "Conflict"-magazine No. 8 will be the most colorful issue 


we have done so far. Besides, the letters to the editor are fantastic, 
Shipping before Christmas ~-.? (Contents: Brief history of the English 
Civil War; Jan Zizka, Hussite wars; the "Re d'Italia" at the Battle of 
Lissa; S&T vs anti-S&t ; Hue—variants; game: "Cromwell", double—game, 
using two different map boards and systems of play); "Conflict" 9: 

will be the Middle East Wars issue which will contain an excellent John 
Hill game (Bar—Lev, Hue etc.). It will also have an article on foreigh 
wargaming, which we hope your readers could contribute comments, questi- 
ons, thoughts etc on! So far it mostly deals with New Zealand, Austra— 
dia, and Great. Britain, 

One last comment. SDC/Conflict-zine wants the hobby to really become 
international in Scope. We strongly encourage outside research and 
writing, or even just letters telling us what you think. We also pay 

5 @ printed page. 

(wlh: 1/93, 6/810, 12/918 + postage; how much is the postage?) 


Don Gray: about Armageddon (SPI): this game is very much underestima— 
ted, and that, I Suggest, because of its ‘facing! rules. To me, this 
game is almost like a clinical operation, by which I mean that all its 
essentials are ‘clean! and precise in use, especially its ‘facing! ru- 
les! 24 .gs very much like "Panzerblitz"; each of its Scenarios are a 
Challenge in the playing of; its mapsheet is not over~cluttered with 
details; it is altogether playable, I will do a Separate article on 
this game Soon, if Walter asks me to do SO. 

(Please do — I always thought that the ancient and medieval games are 
underrated and underestimated by the American players, maybe because 
they are less related with these parts of history than we are. Maybe 


we Huropeans can find » new opproach to these games; wlh.). (Cf p 46) 
Re a ree ek Permanence 


Actually, I wanted to continue here with other "Opinions € Infos", and 
then I wanted to include at least one page of the ews in the first 
(not subscriber~only) part of this issue; but then, most of the sten-— 
cils have been typed already, and some even got produced yet (several 
of the first and some of the second part), I got the following article 
by Tom Oleson; I hope you agree that I changed my plans; you'll find 
the above mentioned parts on the last pages of the (subs~only) issue, 


DRANG NACH OSTEN / WAR IN THR RAST (by Tom Oleson, Usa) 
ae AU OSTEN / WAR IN THE EAST 


Many quite able wargamers prefer relatively short and Simple games, 
That's fine, but count me among the. (probable) minority that says "the 
bigger, the better"! About five years ago a fine amateur game called 
"Barbarossa" came out, using a splendid 5x8 ft map of Russia and envi- 
rons, not to be confused with SPI's later and much smaller game of the 
same name. f had the pleasure of playing the big "Barbarossa" a few ti- 
mes, and it is still being played by mail by a group of US-enthusiasts, 
It was a fine effort that needed development, particularly suffering 
from the lack of die-cut counters, 

Years later; I was delighted when Game Designer's Worksho came out 
with their mammoth Russian Front game "Drang nach Osten" (No), and 

its successor, "Unentschieden", They were followed some months later by 
SPI's long awaited "War in the East" (WITE), both on a scale guite si- 
“milar to theit amateur predecessor; with several thousand counters, and 
dining—room—table—sized boards. 

I have now had the pleasure of many hours playing both games. They are 
surprisingly different, but with one important common feature: both are 
magnificent! If you like BIG games, particularly if you are interested 
in that classic campaign ~ the Russian Front in WWII ~— then the high 
cost of either game should not deter you. If [I could only have one, it 
would be WITE, 


To begin with, the DNO map is Surprisingly erude. For example, altho 
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Odessa functions as a port, it is shown 1 hex inland! Several signifi- 
cant rivers, such.as the Luga and the Svir, are not shown at all; the 
Germans are deprived of their Memel bridgehead over the Nieman River, 
forcing them to cross that river at the start, when inreality they were 
already across.— Like most of SPI's maps, WITE has very fev cities, and 
only the more important terrain features. Even SO, Tt is “by far the mo 
re detailed of the two. ee: 

In my opinicn, the DNO counters are much superior in appearance, in fact, 
I know of none better anywhere. Drab and overly homogeneous counters 
seem to me the weakest point in SPI's otherwise slick and professional 
graphics. Functionally, however, I prefer the WITE counters. One example: 
there are no engineer units in WITE, while there are scores of them in 
DNO, with varying strengths. Of course, one could argue that this is mo- 
re realistic, but it is hardly realistic to have so Many weak engineer 
units that one can only use them as the equivalent of inf battalions or 
regiments, rather than for the specialized functions intended. Another 
example is the comparison of air unit counters. DNO has hundreds of 
them, representing scores of different aircraft types, as compared to 
abstract "air—power" units in WITE. The former obviously represent enor— 
mous effort and research, and are near to being a fascinating game in 
themselves, but the unglamorous WITE counters help to make that game far 
more playable. 

Playability is the-primary difference between the two games, It would 

be exhausting for only 2 players to handle DNO: at least 3 per side 
seems to me obligatory, nor can I see PBMing DNO. WITE, on the other 
hand, could be PBMed, although obviously not with ease, nor is it too 
much for just a pair of players to handle. Both games are eminently 
Suitable for team play. This is always fun, but inevitably several of 
the players are just "along for the ride", which always seems to make 
the quality of play rather ragged. 

Another playability plus for WITE is its scenarios. There are 5 versi- 
ons of WITH: 1941, '42, '48, '44, and the entire 1941-45 campaign. The 
four shorter scenarios can be played in about the same time as the An- 
Zio campaign game (24—30 ee DNO, on the other hand, goes through 

to Spring of 1942, where "Unentschieden" takes over. To complete DNO 
Should take two or three times as long as one of the WITE scenarios. 


It’ is also interesting to note the important difference in rules bet-— 
ween the two. It is surprising how significant they are, Just a few 
-examples: German offensives in WITE are greatly influenced by their 
supply lines, which depend on rail repair units inching forward. In 

the 1941 scenario, for instance, there is no way the German can remain 
in supply during the last,crucial, turns. In DNO, in contrast, altho 
the hussians can cause supply headaches for the Germans, it is quite 
possible for the German supply net to keep pace with their front line; 
not too realistic, in my view. 

Another key difference is the "force—march" rule in WITE, enabling the 
German infantry. to nearly keep pace with the armor, although not with-— 
out attrition, There is no wa y the infantry can do this in DNO, and as 
a result, it may trail the front-line action for months. 

The two games also differ greatly in their rail transport, and armored 
capability,rules. In both cases, DNO is quite elaborate and complex, 
presumably to gain realism, while WITE is simpler, perhaps less realis— 
tic, but definitely easier to learn and play. ‘ 


? 


ft said at the outset that my preference is the bigger the better, but 
in comparing these games, I have to concede that DNO is just "too much 
of a good thing". As a big game fan, I relish the space and scope of 
WITH, and find that the relatively simple rules make it surprisingly 
playable. UNO, on the other hand, altho a fine game, is not only big, 
but relatively complicated as well, making it much less playable. 
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END OF THE NON-SUBSCRIBERS—ISSUE; the rest of the issue (CP p Leone 
tents!) (subs—adresses, zine-reviews, Dippy-abbreviation~systems, quota— 
tions of other reviews etc etc) is available for Int—Reply-Coupons; p 2 
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Subscribers only (& a few exceptions) get these additional pages of 
this issue. It was the best solution I've found to solve some problems 
IT had (cf also em 47). The make-up of this issue therefore might have 
Surferéed a bit 56 sorry. 


But, considering the very low (indeed!) subscriptign—-fee — a big part 
of it has to be used to cover the mailing-fees of the issues (only) ~ 
actually could have offered you a ca. 24-pages—issue only: ise all 
the rest you get free—of—charpe... 


The subs—fee had to get raised again: but that should not bother you, 


Pleace, note that ly postal—address has changed; I had to take a Pee, 
50x since there have been some problems with unreliable mailmen; fur- 
thermore I can get now my mail five times a day (instead of only once 
+rom L076 on), end EMG get mail on saturdays also. 


o. a lot of very nice and encouraging letters (and a lot of Marve ]l— 
S stamps also) of you: thank you very much; there really have been 
S (better; nights) were I needed them: there are much more problems 
olved in issuing a zine like this than I ever thought... 


And let's not forget to thank all those of you especially who supported 
Shis issue by writing articles and sending infos: please, go on! 
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ADDPESSES OF THE NEXT 30 SUBSCRIBERS OF "EUROPA" 


al. ADCOCK, Don (8rd Millennia), 465 Woodland Hills, Philadelphia, USA 
e2. AUSTIN, Garry: 8 Woodpeckeriane, Storrington, Sussex RH20 4DB, UK 
23. BASCHEK, ingo: Arenfelsstrasse 12, D-466 Gelsenkirchen—Buer, BRD 
24, CARMICHAEL, Michael: Haidhauserstrasse 60, D—~8 Miinchen 80, BRD 
253 PUNFS CHILLING , Hans: Rottmannsbodenstr 48, CH-~4102 Binningen, Switz, 
28. GRAY, Donald: 96 Algernon Road, Lewisham, London SE13, UK 
a7. GREEN, Jack jr: 795 Embareadero del Norte, Isla Vista, USA (Calif.) 
28. GYGAX, Gary: 830 Center Street, Lake Geneva, WI 53147, USA 
29. HARVEY, Chris: 30 Gorway Rd, Walsall, Staffs, UK 
30, HOFMANN, Cyril: Birsigstrasse 79, CH-4054 Basel, Switzerland | 
Si. JANTA—POLCZYNSKLI , Martin: Ave Montana 32, B-~1180 Brussels ,Belgium 
32. LEVIN, Graeme (Games & Puzzles): 19 Broadlands Rd, London N6 4DF,UK 
33. LOHRER, H: Seefeldstrasse 198, CH-8008 Zirich, Switzerland 
o4, MENZEL, Martin: Neue Mainzerstr 43, D~6500 Maing 425° BED 
385. MOOT, John R (Games Res.), 500 Harrison Ave, Boston, Mass 02118,USA 
36. MORSTEIN--MARX, Bob: St Iigenerstr 51, D-6909 Walldort (Baden), BRD 
37, NYE, Craie: 56 Meadow Drive, Lindfield, Sussex, UK 
38, OBERER, Wilhelm Fr; Corelliweg 2, D~7000 Stuttgart 1 (Botnang), BRD 
3°. CG 'BRIEN, Bob: (WRG): 75 Ardingly Dr, Goring—By-Sea, Sussex, UK 

. CLESON, Tom: 1200 High Ridge Lane, Santa Barbara, Ca 93103, USA 
aN : Mess ,RAF,Thorney Island,Emsworth, Hants, UK 
7 Cambridge Rds Beaconsfield, Bucks HP9 lHW, UK 
George: 897 Main St, No 4, Cambridge, Ma 02189, USA 
—1692, PO Box 3514,0M School, Ft Lee ,USA 
SACKSON, Sid: 1287 Arnow Avenue, Bronx, NY 10469, USA 

ELL, Roger: 133 Cherry Tree Rds Beaconsfield, Bucks, UK 

3 Hubert Heymans 29, B-~1080 Brussels, Belgium 
rue du Bonheur 14, B~1070 Bruxelles, Belgium | 
Mikse Baan Peo, B2or30 Brasschaat, Belgium 
PO Box 830, CFPO 5056, D-757 Baden-Baden 2. oR 
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On? 10. Lindner: Pidingo,—. 12; Niehorster: Ludwig—Jahn—Str i4.- 
ei. Adcock: Miss 39350, — 27. Green; Ca 93017.~— 44. Rutledge; Virginia 
Haas: Postfach 229, CH-4018 Basel 18, Schweiz.-— 
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BRITISH NATIONAL WARGAMING CHAMPIONSHIPS (MINIATURES), 5/6 OCTOBER 74 
N NOUPINGHAM: (by Lec Niehorster, BRD) 


I have included the word "miniatures" of my own volition, as there was 
but one board-game included in this Convention, namely "CA". The rest 
of the official gaming was miniatures, some 30 tables. Downstairs was 
a large room es only at special times) for those who desired 
to pley games privately. 


Although the lack of organization must have been apparent to the me— 
est novice (it was, believe me), the dealers were well satisfied with 

their sales, if not with their treatment. One can only say that it is 

a pity that the "British Nationals" are run on the same basis as a lo- 
cal meeting, namely, very disorganized. 

Personally, I felt that almost total confusion, not to say chaos, rei- 
gned. I wandered around for a goodly time before even beginning to dis- 
cover what was going on where — if at all. No one seemed to be in con-— 

trol, and any announcement was made by someone shouting at the top of 


‘his voice, and this in a theater with well over 1000 (?) people in it, 


part of which did not cease making their own particular brand of noise 
as the announcement, or whatever, was made. 


The displays were, by and large, very attractive. I was particularely 
impressed by some non-—organized activities, such as a 1:300 skirmish 
between Polish and Russian Armour, ca 1939... Combat and movement ru- 
les for prehistoric monsters ("I Ass gored your Trynosourous Rex with 
my horn...") set the theme of some pretty hairy music with an occasio- 
nal sereech/roa vv /moan on a cassette recorder... 
Someone actually playing "War in the East"... Miniatures of Edgar Rice 
Burroughs (John Carter of Mars, with dragons and all) being played with 
YULES «.. 
With one or two minor exceptions, as well as a few major ones, nothing 
really new was to be found. "Seastrike" was sold out a few hours after 
the Con opened, and those who boreet it, definitely knew what they were 
doing. Outstanding game. 


it seems to me that -— with some rare exceptions — Cons are usually dis- 
coo by a lack of organization. No thought is given to visitors 


_who are not from the eee area; no thought is given to the dea— 


ies. once they arrived; I was personally guite disappointed with the 
whole event, although it was worth going to -— just to meet the interes-— 
ting people wondering about... 


A pity that the Nationals are-run such a way. One left with little re- 
gret. : 
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BRUSSELS CON 1975 WILL BE ONE OF THR -RARE VERY ORGANIZED EXCEPTIONS ,p.5 
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SEASTRIKE: RULES (some just got answers by Bob O'Brien, UK) 


O.: When do ships sink? The moment they are hit, or at the end of the 
firing round? 

Ae: The moment hey & are hit =.out of action, making choiee of which to 
fire very important. 


Can a ship fire when firing line passes over Propulsion Machinery 
te.) of firing or target ship?. 
roe Vestry 


Q.: Summary card 18 doesn't state the player has to make show of 
strength. Has this been left out on purpose? 
Ass Yes ~ just to add a little more uncertainty! (7) 


Q.3 Can ships enter the game later, to confuse enemy about real strength? 
Az: No reason why not, by agreement with opponent that this is allowed. 
Preferably, using a mache larger scale 'Campaign' map, and hare oe in 
ships from that - one could build up a large campaign/have 2 areas of 
battle (or more — buy more Seastrikes!) 
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DIPLOMACY WORLD 1/4 (Jul/Aug) (Walter W Buchanan, RR 3, Lebanon, Indi- 
ana 46052, USA) (half—folio, typed, offset reduced, 32pp) (bi-monthly, 
1/75¢, y/B3 + post): Wrap up (The old and new Lions game, 1973BI, the 
one having won the Calhamer Award for the outstanding regular Dip-ga- 
me, commented); Excuse No 2; The Fink Variant Rules Variant Informa— 
tion; Terminal Shorthand (by. bs Lakofka; including: The Lepanto Ope- 
hing and list showing games with Italian wins); King Dimitrios & The 
Dropout (about not giving-ap games in hopeless situations); Variant De-— 
sign (about Harthsea, giving the map, the abbreviation—list and some 
rules/comments) ; So You Wa nt to be a Dippy Publisher! (rules for zine~ 
publishers): Brobdingnag Rating List (also asking for somebody who'd 
like to publish a separate British/European list... Mick?); Letter to 
the Editor (Allan B Calhamer about interpretations of rules XII.8-5, 
concerning convoyed attacks); Hoosier Archives Demonstration Game; 

News of the Realm; Game—openings in USA. 

This zines really needs no plugging — its one of the best zines in the 
whole hobby—field anyway, and the most interesting concerning Dippy. 


MAD POLICY 36 (Oct) (Richare J Walkerdine, 15 Crouch Oak Lane, Addlesto- 
ne, Surrey, KT15 24N, UK)(&4, mimeo, 12pp) (3/34p+post, "considerably 
more" from Jan next): News; The MW Rating System (rating the total of 
the fe be UK—games); games played: Youngstown, Multiplicity, Reg 
Dams (6). 

THE ANNEXE 18 (Oct) (John Morrison, 9 Highfield Ave, Inskip, Preston, 
Lancs, FR4 OUE, UK)(A4, mimeo, 4pp)(subzine to "Mad Policy"): games 
only (2 Reg Dip, 2 Decline) 


UARTERLY REPORT 2 (Aug) (Richard J Walkerdine, ef above)(A4, mimeo, Ip) 
lptpost): gives the number of Dip-games (reg & var) started, finished 
and in progress in UK-PBM—Dippy—zines; ef p ll of this issue. 


THE FINISHING TOUCH 6 (Sep)(Richara J Walkerdine, cf above )(A4, mimeo, 
2 Pp) (lippost): details and results of completed UK-regular—games; in 
this issue: 1973AK, l972FI, 1973BD, 1971BT, 1973DM, 1973HJ, 1973HV; 

ef also p 11 of this issue. 


1901 AND ALL THAT 36 (Sep) (Mick Bullock, 14 Nursery Ave Halifax, West 
Yorkshire, HX3 587, UK)(folio, mimeo, 14pp) (ca. 3p+post): News; Squibs 
with Foreign Stamps on (about not—UK zines); games played: Black Hole, 
Cline 9, Schizo, 8rd Age (finished; commented), Mordor, Bondage, Ab- 
straction, Youngstown, Balkan War.- No game—openings, but soon.., 


LOR Of THE PERE aT (Sep) (Mick Bullock, cf above) (folio, mimeo, 6pp) 


(subzine to 1901; 2prexcess postage): ef p 11 of this issue. 


WHO IS WHERE 6 (Aug) (Mick Builock, cf above) (folio, mimeo, 4pp): ef p 
Il of this issue.— A tremendous and (I know) rather ennoying work — 

but it has to be done. by somebody — thanks Mick for coine sat 

RETIEF 3 (Sep) (Craig Nye, 56 Meadow Dr, Lindfield, Sussex, UK) (a4, 
typed offset!, lOpp; scaring King Kong cover) (3ptpost): News; an artic- 
le about Rating Systems, another one about Dippy-Articles; tries to 

get in touch especiaily with the big amount of newcomers and beginners; 
belonging to the NGC—zine-rings; games played: Reg Dip (4); ef p ll.- 


GAME OPENINGS A 7 (Sep) (Andrew Herd, 35 Austin Dr, Manchester, UK) (fo- 
lio, mimeo, 4pp)(free for s.a.e.): enlists all UK—Dip—publications, 
ise. 4 gengines (all named above), 30 other publications (some of them 
with sub-—zines), variant—sources; ef issue 2 of "Huropa" for zine=addr 
and page 12 of this issue for variant—sources. 

GAME OPENINGS B (Norman Nathan, 8 Brooke Close,Bushey, Herts, UK) (ef 

p ll of this issue). 


NO SHOW of recent issues of Bellicus,(19), War Bulletin (58), Sigma (2), 
Logenbeek, Moeshoeshoe (i.e. zines which I Should get), nor others 
which I might get. 

RENEE I RAIL IAL I IIH ASAE H AANA A RIAA ALIA IIIA IN IBN IR AIM AAA Ye 


HUROPA 3, page 40 DIPLOMACY: ABBREVIATIONS 
REEKKK HHA KK KH KEK KH KKK HK KK HK HK KH KK HK HK EK HHH KEK KKK HHH KKH IK EK KH 
wih. The abbreviations (more or less) given in the rules—booklet are 
not ideal; therefore, changes have been made. Up. to now, this was not 
very confusing, since all new systems have been based on the same (Eng- 
lish) list of names. This will change now — and I can imagine a lot of 


very different abbreviation=systems - for each language at least one; 
and 1 have seen some yet. International games will get problematic this 
way, at least. hed 


I think, it will not be possible to build up a totally new system -— too 
many players and game-masters are already using systems based on the 
English language; but slight changes might still be possible, especial- 
ly if these abbreviations would get included in the rules-booklets, or 
even printed on the maps. 

I suggest the following system: 1) All land—bodies are written in minu- 
scules, 2) all water—bodies are written in majuscules, 3) if ever pos— 
sible the first three or two letters of the English name should be 
used, 4) spaces are written in 3, countries in 2, other abbreviations 
in il tetter, 


The given columns show you some of the possibilities (and problems): 
1. Rules—boeklet, 2. UK (e.r, Courier, BDC), 8. based on Italian (En— 
rico Manfredi), 4. based on German (Mensa-Austria), 5. based on German 
(another possibility), 6. my suggestion: 


i ee ee eae 6 


. Adr ADS ADR ADME AdM ADR Adriatic Sea 

Aeg AES EGE AGME AgM AEG Aegean Sea (it. Mare Egeo) 
Alb Alb Alb ALBA Alb Alb Albania 

Ank Ank Ank AN  Ank Ank Ankara 
Apu Apu Pug APUL Apu Apu Apulia (it. Puglie) 

Arm Arm Arm ARME Arm “Arm Armenia 

Bal BAL BAL OSSE OsS BAL Baltic Sea (dt. Ostsee) 
Bar BAS MBA BASE Bsa8S BAR Barents Sea 

Bel Bel Bel BEL Bel Bel Belgium 


Ber Ber Ber BE Ber Ber Berlin | 

Bla BLA MNE SCME SwM BLA Black Sea (it. Mare Nero, dt. Schwar- 
Boh Boh Boe BOHM Boh Boh Bohemia (dt. Boéhmen) /zes Meer) 
Both GoB GBO BOME BoM BOT Gulf of Bothnia (dt. Bottn. Meerbusen) 
Bre Bre Bre BR bre Bre’ Brest 

Bud Bud Bud BU Bud Bud Budapest 

Bul’ Buds. Bul- = BUL: Buk= Bul Bulgaria 

? (RO, See ere OOK Oy, sain East Coast (dt. Ostktiste, it. c.orie.) 
? “SC s.c- SUDK -S -se |. South Coast (dt. Siiak., it, c.merid.) 
Bur Bur: Bor’ BOUR Bur > Bur ~ Burgundy (it. Borgogna, frz Bourgogne) 
Cly Cly , Cly. CLYD Cly. <Cly Clyde 

Cons Como st ake Kon Con + -Constantinople (dt. Konstantinopel ) 
Den «Dem Dan: DAN) “Dent Den “Denmark (dt. Dinemark) 

Has EMS EMD OMME OeM EAS Eastern Mediterranean 

Hdd fidd + “Eda... ED. Hei Hdd Edinburgh 

Eng ENC MAN ENKA Kan ENG English Channel (it. Mancia, dt Kanal) 
Fin Fin Fin FINN Fin Fin Finland 

Gal Gal Gal GALI Gal Gal Galicia 

Gas Gas -Gua GUYE Gas Gas Gascony (it. Guascogna) 

Gre Gre Gre GRI Gri Gre -Greece (dt, Griechenlane ) 

Both GoB GBO BOME RoM BOT Gulf of Bothnia (dt. Bottn, Meerbusen) 


Lyo GoL GDL NiMME Nom LyYo Gulf of Lyons (it. Golfo del Leone) 
Hel HEL HEL HEBU HeB HEL Heligoland Bight 
Hol Hol Ola HOL Nie Hol Holland (dt. Niederlande, it. Olanda) 
lon IOS ION IOME IoM ION Ionian Sea (dt. Ionisches Meer) 
Tri IRS MIR IRSE IrS - IRI Irish Sea 
i ? KI Kie Kie Kiel 
Liv. Lpl Lp) LI Lpo Lpl | Liverpool 
? biw Liv... LITA Liv. - Liv Livonia 
Lon Lon Lon LO Lon Lon London . 


EUROPA 3, page 41 | DIPLOMACY: ABBREVIATIONS 
KEK HERE EEK KH HHH KK KH KKK KKK KEKHKK KKK HK KKK KKK HK KKK HEHE KH HEH HHH HH HHH 


Mar Mar Mar MA Mar Mar Marseilles 

Mid MAO ATC MAOZ MiA MID Mid—Atl-Ocean (it: Atl.Centrale) 
Mos Mos Mos MO Mos Mos ' Moscow 

Mun Mux Mon MU Miin Mun Munich (it. Monaco, dt. Miinchen) 
Nap Nap Nap NE Nea Nap-- Naples (dt. Neapel) 

NA? NAP OTA OO RADE Pee Sy North Africa 


NAt NAO NAT NAOZ NGA NAT North Atlantic Oc. (or: NAO?) 
Nth NTH MDN NOSE NoS NTH North Sea (or NSE)(it. Mare del Nord) 


Nwy Mor Nor NOR Nor Nor Norwa oe 
Neg NWG MNY NOME NoM NWS Norwegian Sea (it. Mare di Norvegia) 
Par aN Se Sea ane Par Par Paris 

Pic PEE Pre POO AAP Te eee Picardy’ 

Pie Pie Pie Pi=M Pie Pie Piedmont 

For Boe oor POR “Poa Por Fortugal 

Pru Pru Pru .PREU Pre Pru Prussia (dt. Preussen) 

Rom Rom Rom kO Rom Rom Rome 

Ruhr Buh Ruh KRUHR Ruh Ruh Rubr 

Rum Roum Fum RUM Rum . Rum Rumania 

Ser Ser Ser SER Ser Ser Serbia 


Sev «) Sew Seba SR Seb Seb Sevastopol (dt/it: Sebastopol) 
Sil <- Sit Sle SCHL Sen Sil Silesia (dt Sechlesien, it Slesia) 
Ska Ska SKA SKAG Ska Ska Skagerrak 

Smy Smy Smi SM  Smy Smy Smyrna (it. Smirne) 

Spa Spa Spa SPA Spa Spa Spain (sp. Espagna) 

StP StP StP Str Pet Pet St. Petersburg 


Swe Swe Swe SCH Sch. Sve Sweden (dt Schweden, it Svezia) 
Syr Syr Sir SYRT Syr:.. Syr Syria (it Siria) 

Tri Hea Pack SE Tri Tri Trieste 

Tun Ten Pun TUN Tun Tin Tunis 

Tus “Tus Tos TOSK Tos Tus Tuscany (it Toscana) (or: Tos ?) 


Dye ye Tie | PERO Pir. Gaye Tyrolia (dt Tirol, it Tirolo) (or:Tir?) 
4s TYS MTI TYME TyM TYS Tyrrhenian Sea (it Mare Tirreno) 
Ukr Ukr Uer UKRA Ukr Ukr Ukraine (it. Ucraina) 


Ven Ven Ven VE: Ven Ven Veniee . 

Vee Wines haber S Wie Wie yap Vienna (dt. Wien) 

Wal Wal Wal WALE Wal Wal Wales (it. Galles) 

War- War Var WA War War Warsaw (it. Varsavia) 

Wes WMS WMD WMME WeM WMS Western Mediterranean (Medit.Occident.) 
Yor Yor Yor YORK Yor Yor Yorkshire : 


Convoy could be C, K, TRA... 
PUPPON ws ay Uy AP 
Retreg bi ue lt os. 


Now, imagine the changes, if you use other European languages also... 
And, imagine what will happen, if some ingenious people invent totally 
different annotation-systems (in the German rule, e.g., no abbrevia— 
tions are given at all, i.e.: each one will invent his own system...). 


There is another problem also: it might happen that you have to send 

a cable (last~minute changes of orders etc.); in Europe a code-word-* 
may only have five letters.— what would you do, what understand? {e.g.: 
Army Serbia — Rumania = Army SerRu = Army SeRum = ASeRu ? Considering 
that you get the cable in majuscule letters ONY aes) 


Maybe Mr Calhamer, maybe Walter Buchanan, maybe the IDA should deceide, 
but if — then soon. And rule—booklets should include an abbreviation~ 
list, ae 

EHH KKH HH HK HIKE AK HHI HK KKK HH HK HH KK HK KK HHH HHH HH KEKE HEHEHE EK IH HHH KIM 
NUMBERS: (as per "Quarterly Report") between 1969 and now the follow- 
ing number of Diplomacy--PBM—games have been played in England (since 
most of the games have been played for morethan one year, most of them 
‘may be mentioned several times): 1969: 2, 1970: 6, 1971: 12, 1972: 53, 
19738; 188, 1974:262 (cf also p 11 of this issue). 

BH HE HHH KH HA KKK HHH HH HHH LE HK HK HHH HEE EHH KH HK HE HEHEHE KH KH HK HK HK 


EUROPA 3, page 42 MINIATURES: ZINES 
FOIE EO OF ICICI IOI EI IIE FRIELING ee 
MILITARY MODELLING (Oct) (viodel & Allied Publ Ltt, PO Box 85, Bridge st, 
Hemel Hempstead, Herts, HP1 IEE, UK)(A4, printed, coloured, 74pp) (month- 
ly, 1/25p,91; 'y/%4.10,912:50): 36pp of highly interesting advertise— 
ments; Notice Board; Despatch (Reader's Letters); Brit Army Vehicle Co— 
lour Schemes & Markings of WW2; M113, US Arm Pers Carrier (Tamiya) (1/ 
35th); Grant M3 (Tamiya, 1/35th) (review) ; Degtyarev Machine Guns (in- 
cluding 1/4=scalo plans, datas ete); Modelling a Mébelwagen (a 1/76th 
stale Airfix conversion with full size component plans); Motor Torpedo 
Boats (part 33; with plans of A/S M.T.B. 1989); Atteneshun (mini-reviews 
of new products for military modellers){giving photos for each product!), 
US Cavalry in‘the Indian Wars (with coloured uniforms); Uniforms of the 
SS; Warriors & their weapons (llth Hussars, Off and trumpeter); 11th 
Hussars in: the Crimea;. On Parade (books).~ 

AS you may guess by reading the contents, this is a very interesting, 
and at least one of the best general Modelling/Miniatures—zines. Extre— 
mely unexpensive, considering the number of pages and the amount of 
photos and coloured pages. If only you would read their ads, you would 
know exactly what's going on and what's new in the miniatures hobby; 
but there are — as mentioned ~ good articles also... 


SWORD & LANCE 3 (Aug/Se )(38 Conisecliffe Rd, Darlington, Co Durham, UK) 
printed, 32pp, A4, black/white photos)(1/25p; subs-rate not given in 
this issue; they publish S&L now bi-monthly): 6 pp ads; British Dra- 
goon of WW1; War Games for the Young Enthusiast (Knightly Combat ~ The 
Tournaments GresColling only): Ces Torrens Bearskin Cap Fittings '! 
not solwing the problem, how the cap cords have been weared); Russian 
Cavalry (The Flanker of the Jelissawetgrad Regiment) (Uniform colours); 
Tank Tales (We go to France) (nothing about tanks, but some commonplaces 
about military—life;’ the first of a series? Let's hope the rest will be 
more interesting); The. Battle of the Holy Island (interesting, since 
did you know about this 16th c battle before? It's a pity that the litt- 
le map doesn't show much, and then I would have liked to see some biblio-— 
eerphy/ sours. is Tt Pomembes i+ well... (first hand stories...) (per- 
sonal account of the bombardment of Hartlepool, 16th Dec 1914); carica- 
ture of a guardsman + Limmerick (1 full page); A Pressing Engagement 
with Sanderson Miniatures (review/ad); The Fight for the Standard (Hi- 
Storical background of a picture painted by ? $: well written, scienti- 
fically made, very interésting); The Plymouth exhibition 1974; Indian 
Cavalcade (description of an exhibition 3; The Volunteers 1798-1815 
(The Staindrop Gentleman and Yeomanry) (interesting uniform-details); 
Pistols of the Brit Armed Forces (Beaumont Adams Model 1855) (very good, 
written, lots of infos; sources/bibliography?); Helmets & Headdresses 
through the Ages (Romans — Normans) (good, but needs more illustrations; 
and again: sources?); Club News; Model Soldier Review (with photos); 
Naval Reviews; Military Bookshelf. 
I have criticized (too?) severly some of their articles, but I neverthe-— 
Less: ame S&L—sympathizer ~ not only because I understand their pro- 
blems quite well (they are just one issue ahead of us), but also becau-— 
se one may feel that they are trying to make something new and diffe-— 
rent. They are still trying to fine their style ~ let's hope they'll 
fand~1t an time; I think their enthusiasm desserves this at least, 


WARGAMBR'S NEWSLETTER 150 (Sep), 151 (Oct ) (Be lmont—Maitland Ltda, Tradi— 
tion, 188 Piccadilly, London, W1V 9DA, UK) (a4, typed, red offset, bi/w 
illustrations) (monthly, 38pp; UK:23.60, Continent:f3.85, US:%11.~ 1/30p): 
Cae 15-20pp ads in each issue; regular columns: Must List (reviewing 
chet by Don Featherstone, about new figures; interesting ~ all his ex-— 
perience is perceptible, of course); Book reviews; Looking around (zi- 
hes mentioned; unfortunately most without giving the adresses, subs-ra— 
‘tes ete.)s Letters; Notice Board. 150: Muffling through; An Account of 
the 1815 European Cup Final (facetious idea, Waterloo seen as football- 
game) ; Talking Wargaming; Building a Realistic Battle-Table; The Skir— 
mish Lines Long Hair — South of the Border: Rules for 5mm Wargames Fi- 
gures; Nap's Egyptian Campaign asa Wargame.~ 151: The Peninsular Batt— 


EUROPA 3, page 48 CoSim—BOARD-GAMES: ZINES 
RRR KEKE KKE KEK HHE KEE KH HK HK HE KIEKK HK HK KKH AK KK HK HRI HIKE II EK EO IIE IE 
lefields in Spain and Portugal (geographical); Foxbat & Phantom Review; 
Battle Report: The Battle of Halbestadt (report of a miniatures-battle) 
How old is Wargaming?; Brunswick Organisation 1809-1815. (very interes~ 
ting, but where are the sources/bibliography?); Perpetual Major Morale 
(rules); Skirmish Line: Colonial Wargames; An Interesting L.P. (Beetho~ 
ven: Wellington's Victory; Tchaikovsky: Festival Overture '1812'), 


MAWS—CLUB-MAGAZINE (Sep)(E J Ossoway, 23 Raymond St, Swinton, M27 2pyY) 
Ad, mimeo, 14-16pp) The well made club-zine of the very active Man- 


chester Area Wargames Society. 
HHRK EEK KERR HELE KK HK KKK KEK HHH KKK K KKK HK IKK KIRK EI TR KOR ER TEKH RK 


THE GUIDE TO WARGAMING PERIODICAL LITERATURE Tli/2 (Apr/Jun): (Dr Geor- 
ge Phillies, 897 Main St 4, Cambridge, Mass 02139, USA)(A4, typed, red 
offset, 6pp} (quarterly, y/$3): "This issue indexes 256 articles (.,.) 
from 66 issues of some 837 different wargaming magazines, We are seeing 
an appreciable increase in the number of magazines published in the hob- 
by, and a considerable increase in the number of articles. After a two- 
year period im which wargaming magazine publication was relatively stag— 
nant, some revival has occured" —~ and he even didn't know then about 

the existence of E...3 he started to omit military historical articles, 
articles about unit studies, uniforms, colours in his lists, but he 
still will keep a statistical count of such articles. I think, this is 

a good decision. Maybe now he should mark more clearly what kind of ar- 
ticles the ones are he mentions, i.e. whether this title he gives stands 
for a review, a mini—review, a strategical/tactical article, game de- 
Sign etc. And I hope, once he will again publish some statistical mate- 
rial (like how many articles ete have been written about each game) — 
might be interesting. 


CONFLICT 7 (Jume) (Simulations Design Corporation, PO Box 19096, San Di-~ 
ego, Cal 92119, USA)(ca half A8, printed, illustrated, partially colou- 
red, 68pp) (bi-monthly, 1/83, 6/$10, 12/18); game included: "Rifle-—Mus- 
ket", and - as joke ? -— "The Alamo!l"; Dangers of Simulation I (history/ 
problems/philosophy of wargames); Rifle—Musket (American Firepower and 
Tactics: 1861-18655 (a well*researched, well*organized, good*written ar- 
ticle) (*well/good?); Campaign for Forts Henry & Donelson (well written, 
as just bac A Civil War Bibliography; Numbers (Philosophy; nath/ 
Wargames, game design etc.; highly interesting); News (Cons); Pointing 
the Way (about the 'State of the Art'/Philosophy/Development etc of war- 
gaming, studied in reviewing four Civil War Games -— a fascinating new 
method to review games) $3 Games Received (Mini-reviews); Variants -— khal-— 
khin—gol; San Diego Aerospace Museum (?); Book reviews; Reader's page; 
enclosed: Errata—Shet "Bar—Lev"; ca a dozen pp of ads — interesting, be— 
cause they are of different game—publishers eged not from SPFI/AH only). 


The games included are not (yet) at the "S&T"~level probably, you get 
not as many words per page as in "S&T" (maybe 2:3) = but nevertheless 

I would prefer "Conflict" if I should have to deceide; not only because 
SDC cares for Europe (and SPI not at all), not only because "Conflict" 
is interested in all, and writing about all games (and not only about 
SPI — or AH — games), not only because the hobby really needs an effi- 
cient counterweight against (and for) the SPI/AH—mammoths, but especial- 
ly because there seems to be a trend of a new approach to our hobby, 

and to zine-—journalism also: it shows strong promises for not only a 
less company—orientated, but also for a more scientifical, philosophi- 
cal, and fundamental thinking — and that's exactly what the hobby needs. 
With all the professionalism and money-making dominating the game~publi- 
sher—industry, we need this other kind of thinking and journalism on 
our — the player's — "side". "Conflict" could be our chance... 


PANZERFAUST 64 (no month) (Don Lowry PO Box C, Belfast, Maine 04915, US) 

ca half Ad, typed, red offset, 52pp) (irregularely?, 1/$1.50, y/$6, 1st 
class mails day’ American Civil War, part 8 (Union Departments Armies & 
Corps)(lots of material; sources?); The Battle of Middleton; The Battle 
of Slovicike Bridge (OB, battle-report; miniatures); Chainmail Fantasy 


HUROPA 3, page 44 CoSim-BOAKD-GAMES; ZINES;"EUROPA": REVIEWED 
HK HK KK KKK KK HK KK HHH HK KK HK EK HHL K KKH HK HHH KE KKK HHH IK HH KEK HEHEHE HK KKH HH 
Variant (cf pp 14-15); December 1941 (USN Campaign Game 38, an ultimate— 
ly defensive plan for the Japanese player); Operation Market-—Garden: 
Game Strategies (by Harald Totten); DNO & Unentschieden (extensive ga- 
me review, with examples); Survival in WWII (strategical ideas for both 
sides; looks interesting); 1776 (game review by Jack Greene); Game De-— 
sign (critics on mapboards, units; playability/realism, realism/simpli- 
city, ete. ~ interesting thoughts) (though I mostly didn't agree); Thumb- 
nail Analysis (MacArthur, Napoléon, Wooden Ships reviews); Book reviews; 
Mail; Want ads; 7 pp of advertisements. - 

"Panzerfaust" obviously is getting better from issue to issue — and 

it also might be a chance for us players, since it is even less compa- 
ny-orientated than "Conflict" - or, let's say it might be (they are or 
have been game-sellers in first line). There is not one silly or medioc-— 
re article in this issue, all are at least interesting and worth to be 
discussed. The difference to "Conflict" might be that "Panzerfaust" is 
giving more practical, "Conflict" more fundamental and deeper articles. 
Or somewhat alike. 

STRATEGY & TACTICS (S&T) 45 (Jul/Aug): arrived in the very last minute 
for "HZuropa" 2; I missed to mention the article "Seeldwe" Game Notes; 
sorry. 


THE KOMMANDEUR IX/2, AHIKS—EUROPA 28; "(...) but as a private members 
only publication you should not review either the K or the newsletters. 
There contents are designed for members only, not for the public at 
large" (H. Radice, president of AHIKS—Rurope (Sorry, p 45 already made). 
Whether I still think that the reviewing of these zines would have 
been a good propaganda for AHIKS - and whether I still think that 
AHIKS woule deserve (maybe not need) this propaganda, I accept this 
decision for the moment (though wondering, why the 'Guide to Wargaming 
Periodical Literature' is allowed to give the contents...) (ef p 9 also). 


SIGNAL 66/67 (Oct): (John Mansfield, PO Box 830, CFPO 8956, D-757 Baden- 
Baden 1, BRD)(A4, mineo, 6pp)(8/DM5 or 8/P1, US: 6/91, 20/93 1st-—class) 
(bi-weekly, very regularely): game publisher news, con reports and 

con news, mini-reviews/opinions, mostly the newest news. 

If you want to be the first to know about new games ete, you should 
subscribe for "Signal". 


BATTLEGROUND 7: (Nicky Palmer, Lehwaldsvej 3, 8g, DK-2800, Lyngby, Den- 
mark)(Folio, mimeo, 4pp) (NGC-zine: NGC-annual-membership-fee: 60p, 
NGC-—entry—fee: 50p (first year only), BG subs UK: 54p, Continent: 66p) 
(Treasurer: Tony Ball, 10 Arbroath Hd, Sundon Park, Luton, Beds LU3 
3LA, UK): Opening for all CoSim—Board—games; especially interesting: 
PzBl 13, Hidden PzBl. Game~fees normally 13p-+ 50p (returnable) depo- 
sit, games with GMs and open-move PzBl 138 38p + 5$p per letter to the 
GM + 50p deposit. 
If you would like to play any CoSim—game PBM - there you have a possi- 
bility to do so. : 
HHKEK EEK KK HK KKK HK KK HK KKK KKK KKK HK HK HHH HHH HK HH KH AIK HK HK IKK EEK KEK KEK 
General 11/3 (Sep/Oct), Moves 15 (Jun/Jul!!), S&T 44 (May/jun!!)(sur— 
face), S&l 46 (Sep/Oct), Battleflag 27, Spartan @ did not arrive in 
Ns Albion 50: Dee?.- ee 


Continental Europe (today is: Oct 31st 
HHEKKA KK HK KKH KKK KK HEH KKH KH KEKE KH KKK HHH HK HK HER EI IK HK I KK IK IE 


"BUROPA" REVIEWED 


"Huropa" got kindly plugged in several zines (1901/36, Bellicus 18, 

Mad Policy 36, Signal 62, 64, 67, Battleground 5, 7 (maybe 6 also which 
I didn't see), other reviews may follow: if space allows, I'll quote 
these reviews in a later issue.— I also got a lot of nice comments in 
your letters which I like to quote later maybe too.- I got some first 
eritics, though not a lot (why not more articles, why not more addres-— 
ses, why not shorter/longer reviews, why Liplomacy, why not more about 
miniatures, why a miscellaneous page, why...): you've seen more than 

90 pp now; an normal issue can't have more than 42 pp, and should have 


less: what shall I do, what do you want, and what not? It's OUR zine! 
KKEKKHK KEK HK KKK KKK HK KK HK HHH HHH KKH KK KKH LK KKK HK IK HIKE HH HK HK KKK IEE EK 


EUROPA 8, page 45 QUOTATIONS (REVIEWS) 
LHEKKH KKK KH K HK HHH KKH HEH HH KKK KKK HHH KKH KKH HH KKH KH HK HHH IH HHH HHH KKH KKK KKH 


SEASTRIKE (cf p 27) 
Signal 61 (JM); mini-review: ... weapon fire is two stage yet simple. 
A rather ingenious pack of cards governs this and are quite good. The 
presentation of the game is excellent in concept and only a little wor- 
se in practise (...) Despite its simplicity, the game simulation works 
well and so far as it is possible to tell, realistically. The fact that 
the enthusiast can always add rules or change them to give more detail, 
and indeed the facility with which this may be done, is one of the best 
aspects of S. Highly recommended. 
War Bulletin 57 (Andrew Holt); mini-review: ... Effectiveky a miniatu- 
re game (like the AH naval games) (...) Very good game — very few rule 
problems ... 
Albion 49 (Don Turnbull); review of 3 pp: ... we should not have worri- 
ed (...) S in its way is every bit as good a game as D&F (...) D&F had 
a lousy box, and in my view S is given nothing better (...) Full marks 
i the rules) (...) (The game) components are of excellent quality 
-»-) will last for years (...) The brevity (of the rules) is compel- 
ling, and nothing more is necessary for play after all (...) There is 
a fair amount of thinking to be done before the units are actually pla- 
ced in starting positions (...) Movement is very straightforward (...) 
and although purists may object to (some) slightly unrealistic ele- 
ments, it doesn't bother me — the original impure wargamer ~ one bit... 
The results (of firing) are sufficiently varied to add a considerable 
element of excitement and interest, and to require a fair amount of 
forward planning (...) I can recommend S$ thoroughly to everyone, whe- 
ther wargame 'nut' or general games player. It is interesting and exci- 
ting at all levels (...) takes a relatively short time to play (...) 
the action is never ending (...) Congratulations, all ye of the YRG, 
and particularely the designer Robin Wyatt (...) May it be the second 
of many (... 
(wih. The review is followed by 1 p of hints; in the same issue you 
will aiso find 2 pp about the 12 years of evolution of S, by the desig- 
ner, Robin Wyatt)(This issue might be available as back—issue, cf p 22). 
The K(ommandeur) IX/2 (Richard Berg): mini-—review;... excellent, top 
quality physically, but stranger than strange as a game (...) a redu-— 
ced ‘Jutland! system (...) But combat rules are somewhat confusing, un— 
less you are into semophore. Lots of action, but a bit silly overall. 
(..-) Mostly for folks who want, but can't afford miniatures (...) C+. 


OPERATION OLYMPIC (cf p 32) 

The K(ommandeur) IX/2 (Richard Berg): ... a rather successful attempt 

to create a one—player simulation ca Game iséSwift and not too compli- 
cated, with good, clear rules (...) Interest runs low after 3~4 play- 
thrus (...) B (mini-review).— Cf also Signal 64: interesting game. 


THE AFRICAN CAMPAIGN (cf p 29) 

Albion 47 (Don Turnbull); review: 14 pp: ... The board itself is an ex- 
cellent piece of work (...) the relatively simple rules are well pre- 
sented ~though perhaps not all that clear in some respects (...) some 
advantages over AK (...) The game procedure is straightforward (...) 
the play requires a greater degree of finesse than does AK (...) Play 
is interesting, and flows smoothly. There are relatively few units in- 
volved, and the supply rule is very simple, though you have to be ra- 
ther careful (...), since some units are complete in themselves, while 
others looking very much the same are in fact weaker steps of some more 
powerful cae in my wiew this AC is a superior game to AK, albeit 
at much the same simplicity/complexity level (...} Hence I recommend 
you to get AC if you want to improve on the AK you already have, or in 
preference to buying AK if you were thinking of doing so (...) An ex- 
cellent start (of Jedko), if I may say so. 

The K(ommandeur) IX/2 (Dennis Brackman); mini-report: ... The first ef- 
fort, AC, was flawed but not too bad as an initial effort. An errata 
sheet, & la SPI, corrected the more blatant mistakes. 


EUROPA 8, page 46 OPINIONS & INFOS ;QUOTATIONS (REVIEWS) 
HHH KEK KEEL KK EK KKK KK LE KKK HHH IKK HH KK KKH HK KH HK IK KEK HHH HK IK KK HE HIKE EK 
RIFLE-wUSKET (cf p 81) 

SIGNAL 63 (John Mansfield); note; With this game board-games come one 
step closer to miniature rules. 

SIGNAL 64 (JH); mini-review: ... it is both onnovative and realistic 
with a number of very good ideas (...) Zhe only problem with it is the 
Scenarios are too simple and little. The game system is so good for 
Civil War battles that one would like to really ary big battilerwith 14. 


WAR IN THE EAST (cf p 30)(ef also p 35) 

SIGNAL 61 (RSJ); mini-review: ... Playing time for the shortest scena- 
rio is I full fay with three players (...) The basic mechanics belong 
to the Kursk-family of games (divisional level) (...) WITE is more 
than A game Sob oss way of life. Hastern front fans, its the grea- 
test. 

Phe K(ommandeur) IX/2 (Richard Berg): mini~review: ... Surprisingly 
Simple in play, but complex enough for most (...) Play is fast, consi- 
dering the scope (...}) A good job 7 anda “soed buy tl 

HKKK KKK KKK KKK KKK KH KKK KKK KKK KKK KEKE KKK KKH HH KKH KKH RH KKH IMHO KK HEHE KEK 
SOURCES: Signal: cf p 44.— AHIKS-USA: The K(ommandeur): Richard Berg, 
305 EH 86 St, 9 PW, NYC, NY 10028 (Ahiks-USA-club—zine).— (AHIKS-Europe, 
Cf Bucopay Bop BBloe Albion: 21 Whitwell Way, Coton, Cambridgeshire, 
CB3 7PW, UK; last issue to be published in Dec? Cf also p 2c and ev. 
News-pages.-~ It's interesting to note that mostly (or only?) not pro- 
zines seem to cover reviews of the newest games.—-— NB: OF course, a re- 
view like the ones of Don Turnbull can not get reflected by quotations 
only; but the quotations should help you to decide, whether you should 
buy a game or not.-— Please, tell me, whether you think this is usefull 
or whether we should stop this column. 

HH KKK KKK KEKE KKK KEK HK HHH HHH KK KKK K IK IKI K IK IE IIL ECR EK 


OPINIONS & INFOS (cf p 84 also) 


DON GRAY (UK): Why Panzerblitz is THE game for me: Lack of zones of 
control.— The mapboards: 3 of them, and capable of being arranged in 
various ways.— The units: oversized, excellently designed and clearly 
marked for legibility.— The rules: thoroughly explained (apart from 
'transport'!), and easily read and understood.— The scenarios: wide 
choice of Victory Conditions (not merely ‘last to oceupy a given hex', 
etc).— Combat: less involved and less lengthy than in a game like Red 
Star /White Star, makes for ease of play. I am acquainted with many 
opinions which stress the need for return fire, and the want of firing 
at moving units which are within range. But I am not masochistic — 
enough is enough, and PzBl combat is just about right.— Time: 8 to 4 
hours for a game, which goes down very well.— Set-up: Perhaps takes 
longer than most games, but throughout set—up time interest is main— 
tained: do I put a row of mines here? Should these inf units be loa- 
ded? Etc. (one of THE interesting parts of the game).— Movement: free- 
wheeling...- General: the game is good for scores upon scores of sit— 
tings. To play one scenario 4, 5 or 6 times does not pall; double this 
for both sides of the scenario, multiply by total scenarios, re—play 
scenarios (sheer interest) = 4 game which goes on and on for a long 
time. 


CHRISTIAN LINDNER (Sweden): In my opinion, WW2 is a very weak game. I 
am probably in minority, it seems to be very popular in USA. I like 
strategical and semi-strategical games, but I think WW2 is rather dull. 
If you compare it with "Barbarossa", you can see a great difference. 
In Barbarossa you can manouver, and tactics are many, but in WW2 there 
are no tactics. The pattern is always the same: Germany is crushing 
France and all minor countries in 4 or 5 turns without loosing troops. 
Then the fighting in Russia determines which side will win. Anglo—Ame- 
rican invasions of Europe can easily be crushed. The armored forces 
are of very little significance in the game. WW2 is weak in many other 
ways, those mentioned are only a few. I consider WW2 a debacle, though 


I am a great supporter of SPI.— (wlh: ef Panzerfaust 64 for a-dig¢i top.) 
RRKKAK EK KKK AK HK IA HHH HHH KKH EHH KKK ERIK ER III III EE IO IOI OE GO OE ae 


a 


EUROPA 3, page 47 PROBLEMS 
FERRER EIA IH EHLERS HK IAA HAIL ISIE AI AAAS A AHI IER HK KH He 
PROBLEMS will be an irregular column in which I tell you about some of 
the problems I have -— asking you for your opinions and advises. I am 
repeating: this is YOUR zine also... 


— Since such a lot of you contribute to these pages, I think I can't 
even prolonge your subs for one issue per published article as planned 
once, or I might soon mail free~copies only... Remember: I work gratis 
also... I hope you still will cooperate as much as before — and there-. 
fore, on page 1 you'll find only the number of issues you really paid 
for. Okay? (If not, please tell me!)(Of course, contributors on the 
other side get credit, if they have troubles to pay the next subs-fee). 
- As mentioned before, this issue actually should be a double—issue 
(considering your subs=fee and the production/mailing-costs); as a 
gift for all of you + since you are my first subscribers — TI did not 
calculate this in such a manner. Would you accept, if I would do this 

with another issue, or would you prefer to get less pages (i.e, 24.32 
pp)? (A double—numbered—issue would have more than 48 pp.). 

- If this problem arises again (i.e. that I have more articles/letters/ 
infos than space available), and if you should decide that you don't 
want double-numbered—issues: which parts are the most/less important 
for you, which ones might be shortened even omitted? 

- Up to now, my policy has been that I publish in each issue all artic- 
les and infos I've got, hopefully that you'll send me another amount of 
all for the next issue. I would like to go on this way, trusting into 
your eternal cooperation... (Don't be afraid, there definitely will be 
@ next issue - and a lot of others, I think ~ I mentioned this point 
only to tell you that I am ready for your next contributions). 

~ This issue had some Special problems: it took me much longer to type 
and produce it than I thought, so you get it a little bit later than 
announced.— Since I'll send it to more than 400 addresses, most of 

them new ones, you will understand that I had to repeat some points 
about our aims etc, in order to get the potential new subscribers in- 
formed (cf p 2).- 

- I omitted some of my own articles (Adult-Games, Miscellaneous etc) 
in this issue; you will definitely see it again next issue, if you 
don't object too much. 

— I'm especially longing. for more strategical/tactical articles, for 
reviews of new games (including some first strat/tac thoughts, if pos- 
sible), for your opinions about the several subjects mentioned in this 
issue. 

- Up to now, I'm keeping up with my mail guite well; but probably there 
will be a lot of mail within the next time, and I need some time for 
other things than E also; so, don't worry, if maybe no immediate reply 
will reach you. You may be sure that I appreciate your letters very 
much. And don't hesitate to write a second letter, if you feel like, 
even ti Une first one’shouldn ) be Answered. yet. 

BEI BR FICIA AIA FICHE IER IIIS UE II Oe 
AHIKS: Yes, there are some troubles between AHIKS—Europe and me, but I 
beliewe that these problems might be solved, since they mostly seem to 
be based on mutual misunderstandings and misinformations. I still hope 
that all clubs and societies will Support the "Europa"-projects rather 
than to raise difficulties, 

BERR ERK E EHR A EE R I H IIE III IIR IKKE ER EIR II IHG CI ICIS eH 
ZINE-ISM: (Quotation; cf "The General" WL Ss gets eas ee tous 

word of caution to game reviewers and review-readers alike, A game may 
not be to your personal taste and still bo a valid, well-executed de- 

Sign. A few bad reviews won't hurt AH, but could murder a few of the 
Smaller, still struggling companies. The truth is, that anybody, but 

ANYBODY, can become a game reviewer by simply mailing a review to one 
of the numerous article-hungry gaming publications. "Filler copy', the 
bane of all periodicals, will always be in demand. When it is of such 
corrosive, inaccurate, irresponsible content as has appeared of late, 


HURKOPA 3, page 48 NEWS 
BEER ERIE EERIE KAAS EHH IL LEIA SEI INSEL IS IAA IAI IAAI A IAS IPRA se 
it damages the hobby and Speaks ill of any editor who would use Lt. 
Let this end with a call for responsible hobby reporting; enough is 
enough. !! 

ft totally agree with these remarks, and I beg you to write your re- 
views so that your readers can see, why you liked/disliked a given ga- 
me: thereby giving them a chance to deceide, whether they should fol- 
low your conclusions, or not. And: play first, review later... 

ARERR RE EHR AEA SEEK A IKI K ERE IIHR IA IR RIN I III HH SE IO IE I IKI HEI 
NEWS: By lack of time (Nov 8!) and of space (52pp would have been the 
absolute maximum, now it will be SOpp), I have to omitt the columns 
"Adult Games", "Books", "Miscellaneous", and three of my own articles, 
I hope you don't mind. The news are only new now.., 


BOOKS: David G Watts (address p 20) will deliver Continental European 
subscribers of E with Uk-books, for the UK-price + 10%—-postage-fee, iy 
e. much cheaper than you may get them in the book—shops here. For sure 
you get the books of "Almark" (Almark Publ Co, 49 Malden Way, New Mal— 
den, Surrey KT3 6EA), David & Charles (South Devon House, Newton Abbot, 
Devon TQ12 DW), Arms & Armour (2-6 Hampstead High St, London NY¥3 IPR), 
others may follow, if you are interested (titles ~ some ~ next issue, 
but you may perhaps ask for catalogues, if you don't have them). 


BOOKS: A A Johnston (Pitney, Langport, Somerset, UK) is a very interes- 
ting address for military books: over 600 titles in his newest list -— 
and there are new lists Somewhat like each month... 


GIBBS: Handbook of Games and Simulations Exercices (London: Spon 1974): 
£ little use only for CoSim-players: the datas/addresses/infos given 
about CoSim are if not mostly, so at least too often wrong. Not enough 
research, a lot of gaps, the author had obviously no idea about CoSims. 

Maybe the other part — say, Peace-Simulations — is better... 


TIGGER: A new zine by Geoff Challinger (23 Priestnall Rd, Heaton Mer-— 
sey, Stockport, Ches., UK) and Dermot Dwyer (26 Bellfield Rd, Didsbury, 


Manchester M20 OFA, UK): Spp, no game-fee, mimeo; openings for postal 
games of several commercial productions (ep Monopoly) and wargames, 


RESEARCH GAMES INC (200 Fifth Ave, NY, NY 10010, US) sell “Mac Arthur", 
"General George S Pattor" (designed by Sid Sackson). 


AVALON HILL; (as per "General" XI/3) New catalogue out; should contain 
a new parts—list, showing which parts you need to up-—date your old An— 
Zio, Jutland, Chancellorsville sets.- Chancellorsville: entirely new 
game, none of the parts remain the same.— Anzio: (revised by Tom Ole- 
son, besides) everything changed, save the mapboard.— Jutland: Still 
the same counters; mouvement/fire gauges only changed slightly.- But: 
they all are brand new Zames, not just refined versions of the 1st edi- 
tion, AH-plans: 2 new games per year for both, the Mail Order and Re- 
tail Divisions.~ Next issue of "General"; Panzerblitz Special (The 
Pieces of PzBl; More Situation 13's; Series Replay: Origing, .ate.)s— 
Phird Reich: 32"x2Q" map, 560 unit counters (nav; ain, ground), 5 sce- 
nario cards, 48pp rulebook; complexity: tournament IV; scenarios 2-4 
and 4~6 hours, campaign 8-12 hours to play; includes a multi-player 
Diplomacy version for up to 6 players; economic framework, area and 

hex mov/combat~system etc; very liked by AHs—playtesters, _ 

Alexander the Great: 22"x2g" map, 90 counters; complexity: Intermediate 
Il; 13-243 hours to play; morale rules are decisive; elephants/chariots 
truly shock troops; each weapon System has its own inherent strenpth & 
weaknesses; to those with an interest in ancient warfare or the play of 
miniatures; no PBM pads (but PBM with a double exchange of letters is 
possible, 

Anzio: 44'x]4" map, 400+ counters; complexity: tournament Il; game 
length: 15~90 turns, depending on chosen OB; secret selection of for-— 
ces; the most realistic & detailed mapboard ever printed; revised QR- 
charts; good PBM—~possibilities; the old Anzio was an unique game, the 


EUROPA 3, page 49 . NEWS 
HH HK KH KKK KE KKH KKK KKK KKK KK HHH KEK HK HH HHH KEK EK IH ER EEE KEIR EK 
new one sounds great. 

PanzerLeader: Four 8"x22" geomorphic maps, 880 counters, 5 scenario 
ecards, 32 pp rulebook; complexity: tournament IV; Opportunity Fire, In- 
direct Fire, Smoke Concentrations, Airborne Landings, AA-~CRT, Air—Po- 
wer, Inf Quick March etc; no Panzer—Bush Syndrome anymore; trouble-free 
real LOS/LOF determination; improved rules/charts etc} to make PzBl 

and PzL compatible (boards/counters) errors in ranges/strength had to 
be preserved/only partially corrected; PBM difficult; sounds like a 
much better PzBl (and I like PzBl...). 

Jutland: 120 counters (ships); tournament I; 1 or 4-6 hours; Jutland 
retains its original character, but vague areas of the previous rules 
are filled; no PBM-system; naval miniatures like. 

Chancellorsville: 22"x28" map, 160. counters; intermediate III; 2-3 
hours; real wilderness; high excitement level (playtesters) ; playbalan- 
ce only 65:35 (without resorting to ‘Hooker Idiocy Factors' for the 
Union player); PBM very improbable; "a game in the classic tradition, 
yet encompassing the most up-to-date design concepts", =— 

Prices: Cf p Ot of this. igsue.— 


SPI NEWS: (as per Moves 17, S&T 46; cf p 50 and p 21).- 16 new games 
planned: revision of RSWS; completely revised pre-gunpowder tactical 
games (Chariot, Spartan, Legion, Crusader, Yeoman); Wolfpack; the re- 
vised Combat Command; WW3; Global War76th Fleet; Quad—game: Blue & Gray 
(Chicamagua, Gettysburg, Shiloh, Antietam).— - Quad Games: 4 complete 
games, ea. with its own map/counters/rules/0B (cf p 21).—— Revisions 
of RSWS, CC: adapting the Desert War /Kfpz—game-systen, adding new em— 
bellishments to the system; sequential mov~system, simpler than used 
in other tactical games; each game with at least 12 scenarios.-—— Glo- 
bal War: decendant of WW8, related with WW2; will include a naval game 
system, production rules.—- (Remember: all these SPi-games mentioned 
are not yet available, but planned).-- 

"Last year, more than half the historical games sold in this country 
were SPI games. In the first 6 months of 1974, we sold over 150,000 ga- 
mes. In each of the last three years, we have published more new games 
than were published by all other historical game companies combined in 
the past ten years" (S&T 46, p 2)(wlh.: I am not so sure whether this 
really was and is an advantage for the hobby ~— what do you think?).- 
(Another number given in this issue of S&T: PanzerBlitz has sold more 
copies than any other wargame ever published, over FOC, 000) 3 = 
Revised editions of Centurion, Phalanx, Armageddon, Dark Ages, Renais— 
sance of Infantry will be given the same basic rules with additional 
rules added for each of the periods to reflect the special conditions. 
All of the units in these games will be basically interchangeable with 
units of other periods; sequential and simultaneous movement; probably 
Some geomorphic maps.-- 

A lot of naval games: Frigate, Wolfpack, 6th Fleet, Dreadnought, as 
asked for by the players (vox populi, vox Dei...).-- 

Non-wargames rated by S&T-readers: 1/Chess, 2/Go, 3/Star Lord, 4/Risk, 
5/Acquire, 6/Extinction, 7/Shogi, 8/Monopoly, 9/Lensman, 10/4000AD etc. 


Patrols Ma n—to-—Man Conibat in the 20th Century; SPI: $8, available now. 
Out-door Sniper; 1914 to present time; each game pits 2 opposing Inf 
Squads against one another in one of five fundamental ‘situations! 
(Patrol, Raid, Ambush, Reconnaissance, Assault); each Squad: 6-16 men, 
each man = counter (showing his weapon also); geomorphic maps (6 parts); 
optional rules provide for the use of tanks, APCs, horses, artillery, 
mines, fortifications; solo-game: WW1 trench warfare; surprsingly simp- 
le game-mechanics; provides the player with the chance to play literal- 
ly hundreds of different individual scenarios, and that's before he 
even dreams up his own (as per ad in S&T 46, p 3). 

Starforce "Alpha Centauri": Interstellar Conflict, 25th Century, now 
available also; $8.— More than a dozen scenarios.-— 

HRKEK REA KKK KK HHH KKK HK IKK KEK HK HEH HHH IIE OR RIOR IOI II HE 


BUROPA: 3, page, 50. ZINES 
KKK KKK KKH KEK KER KKK KKK EHH K AE HEH HHH KH HK KKK ABH IH K HI IO IK 
GAMES & PUZZLES 29 (Oct), 30 (Nov) (G&P, PO Box 4, London N6 4DF UK) 

_ (29: 44pp, 30: 52pp; A4, printed) (new subs—fees: 1/30p, y//3.60 Ue 
y/¥4.20 Continent; y/$10.80 US-surface, $20.- US-air); 29: Marketing 
your game; Mancala; Forum; Games View; Book Reviews (Wargaming Books); 

On the Cards (luck/logic/lore of playing cards); Model Soldiers (by 
Don Featherstone); Pub-Games (Pink Nines; Crash, Bastard, Phat, Racing 
Aces); Learning Maths through Games; Readers' Games: Kuvro (a kind of 
Beetle/Tangram—game) ; and regular features like Cross—Word-column, Puzz- 
les, Competitions, Scrabble, Draughts.—.30: De Bono's L-Game (a very 
Simple, but very sophisticated game); The Solitaire Revival; Evolution 
of a Game (Robin Wyatt about Seastrike!); Montage (A Word Game with a 
Difference); Preparing for Battle (D.F. about Miniatures); Video Ga~ 
mes (2—~Man/4—Man Video-Tennis; Pennyroyal (Readers' Games); Crosswords 
(8 ppi!); regular features as above.-— 

HH KK KKH KKK KK KKH KKK KK KKK KK KKK HHH KK IH IK HK HHI KKH HHI HK IH IKKE HI EK 
In the very last minute — it is one day before producing the rest of 
this issue ~ I got my (air-mailed) copies of S&T, Moves, and The Gene- 
ral; I thought it will be more important for you to get their contents 
and news, and therefore renounced some other articles (like Reviews of 
Adult-Games and Books, Miscellaneous, Stamps); I hope you agree. 

RH KEKK KEK HARK KEK KKH KKK K KIER HK KH KKH KEK HK IK HHH IH HIKE HK IE EM IIE EI 
THE GENERAL XI/8 (Sep/Oct) (Avalon Hill, 4517 Harford Rd, Baltimore, Md 
el2l4, USA)(A4, printed, 82pp)(1/$1, y/$5): Philosophy (cf News); Bul- 
ge: The Historical Perspective; Tournament Play (Afrika Korps); Panzer— 
nacht (PzBl-—variant; night-warfare!); A Beginner's Primer on Wargames 
(General thoughts about strategies and tactics); Design Analysis (De~ 
Sign philosophy of AH; some important notes for reviewers ~ if Sees: 
find an empty place somewhere, I'll quote it); AB's new games (inelu~ 
ding notes about their drawbacks!!); Series Replay Midway; Richthofens 
Potpurri (compared with Dippy:; tactics;.,new scenarios); Defending Rus-— 
sia (Stalingrad); Letters, Question Box (1776), Infiltrator.- 

MOVES 17 (Oct/Nov) (Simulations Publications Inc, 44 East 23rd St, New 
York, NY 10010) (ca. A4, printed, 32pp)(1/$2, y/97, bi-monthly): Desig— 
ner's Notes (cf News) (including a lot of infos about the playtest of 
"Sixth Fleet'); Game Profile: Frigate (includes ‘Suggested Rules Modi- 
fications', Additional Scenarios); Panzerarmee Afrika Brainstorming 

(6 players about PAA: strategies, tactics); Footnotes (proposing rule 
changes for PzBl, Sni, Tank); Seelidwe: Invade and Enjoy; Korea: Analy- 
sis and Review; War in the East Errata (2 pp.); F.0.: Rand Games; Play- 
back, Feedback Questions. (NB.: Seeldwe by Mark Saha, Korea by Omar De- 
Witt, F.O. by Richard Berg, Frigate by Steve lasteo.), 

"Moves", obviously, is more and more getting the way it was promised 

to be: heaven thanks! It will help much to play SPI's games. 


STRATEGY & TACTICS 46 (Sep/Oct) (SPI, address cf "Moves)(A4, printed, 
48pp) (y/$12, UK/Continent by SPI-UK: UT 50, cas): Outgoing Mail. (cf 
News); Combined Arms (Combat Operations in the 20th Century); Patrol 
(Modern Inf Tactics, 1914-74); Sackson on Games (Imperialism, Gambit, 
Bigwig); Footnotes (Against game revisions, but for new titles, using 
the revised old games; East is Red variants); Starforce: Game Notes 
(i.e. No. 40.0 of the rules); Game Rating Chart (now separated in 8 
periods: Post WWe, Wwe, Pre-WW2); Feedback Guestions.— Game included: 
Combined Arms (Since I just got it some hours ago, I only could figure 
out that the units have no AF/DF/MF/RF, but only symbols and letters/ 
numbers; the AFs etc are given on the scenario-cards only. I don't 

know whether that is good or bad, but it opens a lot of possibilities 
at least: like hidden-strengths of units, or cheaper games and less 
storage-problems, since you may play all games with:one set of units, 
or something alike...) 

KK KARE KK KKK KAKA KKK ALEK KH HIKE HHH HHH AKL IK KH AI IK OR IK OE 
NO, the surface-mailed copies (S&T 44, Moves 15)(SPI-UK) still no~show. 
RRR EK ERK EK KK HK KKH KKK KKK IKK HH HHH HIKE HK HK IK HH HH HK KI KEI HI IIE KE 


